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real-time attacks, combinations, and fatalities =». 
as well as stealth mode for slitting throats, 
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mode that invites up to 4 people in deathmatch 
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Finally, a starship naval combat game 


Klingon Command 
Cruiser (K-D7C) 


4 Disruptors 
3. Phaser 1s 
6 Phaser 2s 


3 Tractors 
6 Transporter 
Size Class: 3 


Every good tactician knows 
there's a fine balance between 
speed and raw power. Choose from 
four classes of ships and over 50 3-D 
rendered hull designs. 


===() Battles: Starfleet Command’ puts 


worthy of the name 


Atar Trek 


Using data from the best-selling 
@ strategy board game, Star Fleet 


you in the captain's chair for 
the most amazing real-time 
space combat experience 


ever created. 


Dozens of multifunctional 
display panels offer instant 
access to every critical system. 
Weapons, Shields, Sensors, 
Transporters, Marines, Mines, 
Engineering, Science, and 
Energy Management. 


Romulan Battlehawk 
Destroyer (R-BH) 


4 Phaser 1s 
2 Plasma Gs 
2 Tractors 
1 Transporter 
Size Class: 4 


Experience a 30 year 
campaign that takes you from 
Lieutenant Commander of a 
Frigate to a Rear Admiral in 
control of a task force including 
Destroyers, Heavy Cruisers, 
and Dreadnougnhts. 


QUICKSILVER 


BOFTWARE ING 


A VIACOM COMPANY 


BY GAMERS. FOR GAMERS.™ 
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Federation 
Heavy Cruiser (F-CA) 


4 Photon Torpedoes 
6 Phaser 1s 
2 Tractors 
3 Transporter 
Size Class: 3 


\ Pledge 
allegiance in the 
Klingon Empire, the 
United Federation of 
Planets, the Romulan 
Star Empire, the Hydran 
Kingdom, the Lyran Star 
Empire, or the Gorn 
Confederation. 


A) Multiple tutorials and 
technicals will introduce the 
controls necessary for you to 
take command. 


) Numerous multi-player options 
include 'Pass the’ Tribble’ and 
cooperative Starbase Assault with up 
to 6 players. Or go head-to-head via 
modem or serial cable. 


www. interplay.com/sfcommand.html 
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‘Kil enemy crews with cannons, thar board 


: OOT AND EXTORT YOUR. WAY 
to infamy in the seedy world of the 17th 
_ century Caribbean. Strike terror in the hearts 


: of your victims: board ships, ransomhostages 


and sack towns. The only rules are the ones 


you make. Cutthroats: Terror on the High Seas makes © 


you the captain of a ship bristling with cannons. Seek a 
Letter of Marquee and fight for King and country as a 
privateer, or become a ruthless pirate. Either way, remember 


to ply your crew with rum and treasure or face a mutiny. 


Will you survive to retire a Pirate King? Or will you 


Fr Mee Se 


dance the hempen jig on Gallows Rock? 


Customize your fleet of up to 12 ships with cannon 
s. For land battles, 


arm your men with muskets, cannons and cutlasses to 


and crew to devastate enemy shi ~y 


raid ports. 


# Sophisticated real-time strategy engine enables complex 


amphibious assaults; bombard fortresses with your 


ship's cannons, while your men pillage the town. 
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The latency problem 


Why your online experiences may not be satisfying 
by Andre Vrignaud 


ime passes, and it often seems as though 
every new day has something intriguing 
for us to be aware of and assimilate. Quite 
a few of these advances are directly rele- 
vant to our topic of online gaming... as 
are quite a few that aren't. | can tell from 
some of the questions | get that there seems to 
be some confusion as to which technologies 
actually affect the online gaming experience, 


of the industry, have been battling since the 
beginning of recorded online time: latency. 

Latency is not the same as bandwidth. 
Bandwidth is simply the size of your “pipe” to 
the Internet. Most people who dial-in with 
modems to the ‘Net have bandwidth equivalent 
to their modem’s and ISP’s (Internet Service 
Providers) capabilities—usually 28.8 or 56 kilo- 
bytes per second. One thing to remember 


As far as playing an online game on your 
current computer goes, the first thing to check 


is the game experience when playing offline. 


and | thought I'd take a few moments to try 
and explain some of the issues involved. 

One of the most common questions revolves 
around just how fast a computer one needs to 
have a good online gaming experience. Many 
people have had poor game experiences in the 
past, and the computer is often assumed to be 
the problem. In fact, it’s quite possible your com- 
puter is perfectly fine as-is, and that other factors 
(which we’ll address below) are the culprit. 

As far as playing an online game on your 
current computer goes, the first thing to check 
is the game experience when playing offline. 
Online gaming really doesn’t add much CPU 
overhead, and as such, if you can play a 
smooth, reliable game while offline, it’s quite 
likely your computer isn’t the culprit if you 
have a bad experience online. This rule of 
thumb seems to hold quite true across all gen- 
res, including 3D shooters, real-time strategy 
and simulations. 

If you've eliminated the basic computer as the 
issue, you're probably found the same Achilles 
Heel individual game players, along with the rest 


though is that the actual bandwidth most 
games require at this point is well within the 
limits of a 28.8Kb connection; a 56Kb modem 
usually has the exact same performance charac- 
teristics in online gaming and tends to be most 
useful when surfing. 

Back to latency. Latency is quite simply the 
time it takes a packet of information to be trans- 
mitted from one computer to another, and then 
back again. This is key because it is these pack- 
ets that tell the other computers in your game 
(be they clients or servers) the state of your 
game world; if a packet is delayed, you com- 
monly see the game lag, skip frames, or perhaps 
even look unrealistic ("I know | shot him!”). 

A modem is actually one of the worst ways to 
connect to the ‘Net when it comes to latency. 
The modems we use now impose roughly a 30 
ms latency penalty every time data goes 
through and is modulated/demodulated 
between analog and digital data. Considering 
that there are four modems between you and 
any other gamer (your modem ™ your isp’s 
modem # their isp’s modem ™ their modem), 


you can quickly see where 120 ms of overhead is 
incurred. Double that for your return trip, and 
add in roughly 50 ms to cross the country 
(speed of light, you know), and you quickly see 
why it’s quite rare for modem gamers to have a 
ping time of less than 300 ms. 

New technologies such as xDSL and Cable 
Modems are interesting because they're already 
fully digital, and do not have to modulate and 
demodulate data into the digital modem as do 
modems. As such, you only incur a 15 ms penal- 
ty for passing through a// four “modems”, and 
only a total of 30 ms total for a complete 
roundtrip (not including the overhead for 
coast-to-coast passage, of course). Compare 
that to the automatic 240 ms penalty modem 
players have to deal with, and you see why the 
term “LPB” (Low-Ping Bastard) came to be 
associated with people playing on LANs, xDSL 
and Cable Modems. 

You have several options if you'd like to 
enhance your online gaming experience. First 
off, try calling your local cable company or 
phone company and see if either Cable 
Modems or xDSL are available in your area. 
Barring all that, if you're going to be using a 
modem for the foreseeable future, there are a 
few things you can do to enhance the experi- 
ence. First, be sure you have the latest version 
of your modem’s code (if your modem is flash 
upgradable). Secondly, try to connect at 28.8 
whenever possible since the additional modu- 
lation done by the modem at higher speeds 
does add overhead and slows you down. 
Finally, always be sure to have compression 
disabled. Many games do a great deal of opti- 
mization work to reduce the size of packets 
and make sure the game runs as efficiently as 
possible, and unfortunately, the time it takes 
to compress and uncompress data often crip- 
ples these optimizations. 

I'm curious—is this information useful to 
you? Did you use it, and enhance your online 
gaming experience? Write to us at over- 
thenetocdmag.com and let us know! 
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t'll be interesting to see how this column 
turns out. You see, as | start it |’m at some- 
thing of a loss as to what to say this month. 
We decided not to spend this month's 
columns ruminating on the just completed 
Electronic Entertainment Expo, and that’s a 
good thing as I’ve used three of the last four 
Command Posts to talk about where strategy 
and wargaming are headed. | had one subject 
in mind for this month—basically, will the 
Internet help save/reinvigorate wargaming ?>— 
but decided to hold off until later in the sum- 


Strategy games I'd like to see 


by Scott Udell 


system; can you imagine the neat battles you'd 
come up with if you had bases on such diverse 
terrain as Mercury and Europa instead of just 
Earth? | don't, though, think it should just be xX- 
COM multiplied across all these environments— 
that would be unrealistically massive—but 
something that takes the flavor of what is still 
my favorite strategy game (if not game, peri- 
od) and carries it forward. Of course, word has 
it that a tumn-based X-COM 6 is in the works, so 
it'll be interesting to see if my dreams come 
close to being fulfilled. 


| want the map to be a commander's view of 


the world, not a nearly perfect representation 
of where things are. | want sub-commanders 
with personalities of their own, and strengths 


and weaknesses | must take into account. 


mer, when some new forays into publishing/ 
distributing via the ‘net have had some time to 
take hold (or not). That leaves me, for once, at 
a loss—what to say, what to say? So | decided to 
be a bit self indulgent (okay, even more self 
indulgent) and toss out some ideas for strategy 
and wargames /’d like to see. 

First on my list, and completely unoriginal, 
but | want a sequel to X-COM. Not one that puts 
me in a space sim, or a first person shooter 
(although | am intrigued by X-COM Alliance), 
or even a real-time one, but just good ol’ turn- 
based style X-COM. | wish they'd ditch the sto- 
ryline branch taken with Apocalypse, and 
instead expand the conflict out into the solar 


| want a wargame that more realistically rep- 
resents command and control. In a tactical bat- 
tle in particular | want to be able to lose com- 
munications with my own units, or to get gar- 
bled reports (this was done in text form in 
SimCanada’s Main Battle Tank: Central Germany 
and in some of their other games). | want the 
map to be a commander's view of the world, 
not a nearly perfect representation of where 
things are. | want sub-commanders with per- 
sonalities of their own, and strengths and 
weaknesses | must take into account. | want to 
be in a combat situation where I’m not neces- 
sarily top dog, where | get orders from above 
and have other commanders’ units on each side 


of my own that | must take into consideration. | 
know many (most?) wargamers, especially fans 
of turn-based games, tend towards control 
freakishness—"let me command every single 
company at Gettysburg” (1 admit, | like this at 
times myself)—so perhaps I'll not see a game 
like this... although it'll be interesting to see 
how Empire's Wargamer: Napoleon and 
Interactive Magic's Road to Moscow turn out. 

There are a number of tactical space battle 
games coming out, but I’m not sure if any of 
them will quite fill my varied wants for this 
genre. Anyone remember Cosmic Balance? 
Something like that, especially if you could 
design your vessels, would be really neat, but is 
unlikely in this day of 3D rendered space wars 
(much harder to make modifiable 3D models, 
although Warzone 2100 and its ilk point the 
way). Why doesn’t anyone make a detailed 
strategy game set in our own solar system? 
Quite a few sci-fi stories have shown how you 
can have a space epic in our own little corner of 
the universe, but few games have. | want a 
space opera game with more character, just like 
a space opera book or movie (what would Star 
Wars be if it was just ships and light sabers?). If 
| had to name something more like the upcom- 
ing “norm” of Homeworld or Conquest: Frontier 
Wars, then how about a game set in the uni- 
verse of the Honor Harrington stories? (Then at 
least we'd have a good backstory to the game- 
play.) Hmm—Harpoon in Space instead of 
Command & Conquer in Space? 

Okay, | can see that this little bit of blather- 
ing has already carried me almost to the end of 
my space, so let me toss it out to you now: what 
would you like to see in strategy and wargam- 
ing? Now, try to be realistic when you ponder 
this (it’s amazing the things I’ve seen some 
gamers demand of publishers, things that 
would be impossible with $20 million budgets 
and ten years of development). E-mail me at 
sudellacdmag.com with your thoughts. @ 


One of your four 
men is hit and goes 
down. The snarling 

chatter of an MG42 pins 

all your men under 

cover, too terrified to 
raise their heads. 

The enemy is behind 
a wall, deadly and 
virtually invulnerable. 
For Warhawk, your 


"Spider, get your 
team around that MG's 
flank and nail that gunner!" 


Regiment's he barks. Spider sends his 
commander, this _¢. four-man team quickly into 
i ahs inet ot hie fg} position. Their fire surprises 
Nalulcreaelare the enemy. Now it iS ars 
Key-Xelclectall) they who know fear. ‘Fy 
Skills, 


"Assault 'em!" yells Warhawk. "Get 
close and use grenades!" Heart 
pounding, you hesitate. The 
next of your team to die 
could be you... 


‘If you've never played CoC 
you've never played a wargame..." 


Online-only WWII combat. All the 
soldiers are REAL PEOPLE. 


Can you earn promotion? Can you command 
other players? Will they execute YOUR plan? 
Leadership. THAT is what war is about. 
Better than any experience you've paid for. 


“FREE* 


VAY AY apes (aero) an) 


* No catch. No CD required. No payment. 
Just a download at www.2am.com 
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Finding 
Sublime romance ~ 


A note to the well adjusted gamer 


e proposed last night—marriage, that 
is. After many, many propositions, he 
finally got down on one knee and 
asked The Big Question. Earlier last 
week, he wanted to go to a secluded 
hillside, take off all of our clothes and 
become, well, passionate. Being the shy retir- 
ing person that | am, | demurely refused, 
although | did teasingly turn around and bend 
over wearing some pretty tight gossamer 
pants. | suppose that was my mistake. Women 
can be such teases at times that it’s not fair to 
gentlemen. But it soon became evident that 


by Cindy Yans 


ularly take my gamer heart by storm. But any- 
one who has read some of what I’ve written in 
the last few months can tell you that the mas- 
sively-multiplayer world of the day, EverQuest, 
has just about consumed me. Because of this, 
I've come to realize a few things that may not 
seem like new thoughts to you, but they were 
to me. Ready? 

It had always been my assumption, mostly 
due to the marketing rhetoric surrounding 
these massively multiplayer universes that 
role-playing games, both online and tabletop, 
are meant for well-adjusted people. These peo- 


It had always been my assumption, mostly 
due to the marketing rhetoric surrounding 


these massively multiplayer universes that 
role-playing games, both online and table- 


top, are meant for well-adjusted people. 


perhaps this was not quite a “gentleman.” And 


because of that, the proposal took me off 
guard. | barely knew this person. As flirtatious 
as our relationship had become, | still had my 
standards. “I believe in long engagements, ’ | 
said. “In fact, | believe in actual dating.” This 
saddened him. “But people do it all the time,” 
he said. And they do. 

If it hasn't become obvious that I’m talking 
about online banter, well, | am. U/tima Online 
was a no-dice experience for me since it 
crawled like the proverbial tortoise on my ISP 
of yore (need | say Internet Service Provider? 
Nah.). Meridian and The Realm did not partic- 


ple (from a wide range of ages and avocations) 


are invited to keep the child inside them alive 
by “playing pretend.” After immersing myself 
for way too many hours in EverQuest's land of 
Norrath, | have reached a different conclusion. 
The majority of people playing these games are 
doing so because of severe deficiencies in their 
“veal lives,” or “RL,” (the much-used jargon 
term for jobs, families, potty breaks, soft- 
boiled eggs, etc.) 

Being amidst the majority (obviously there 
are also well-adjusted players, they're just not 
at Level 99 yet) is like being part of an 
immense digitally dysfunctional family. For 


a ee ee 


instance, my aforementioned suitor’s charac- 
ter was adventuring with me alone when he 
became lost in an unfamiliar area and was 
slain by green and brown diseased and slimy 
things with yellow ancient eyes—kind of like at 
the docks in New York City. Since he was a 
“party member” | would have been able to 
track his corpse so that he could more easily 
find it when he returned from his reincarna- 
tion location, and he would hence recover all 
the items he had been holding. | would also 
have been able to gain permission from him to 
take his things from the room-temp body and 
return them to him in a safer venue. But no. He 
disbanded the party (I could no longer see his 
status as a group member, or his corpse avail- 
ability). After wandering about, | found his 
body, and | waited nearby. After about 15 
minutes (he had stepped away), | found him 
accessible via messaging. | expressed regrets 
that he had died. | told him | was near his 
stuff. | asked how he was. | pleaded with him 
to answer me. | asked why he was angry. | 
apologized if it was anything | had done (after 
all, “getting him lost” might have been a con- 
voluted possibility in his mind). Then | saw his 
naked character (OK, as naked as they can be 
in this particular atmosphere) dash by without 
a pause, collect his stuff, and dash away. 
Feeling like a complete jerk for continuing to 
treat the certifiably complete jerk like a 
human being (half-elf that he was), | ran after 
him shouting, “Wait! Wait! What did | do?” all 
the way across two zone areas before giving 
up and telling him that | would not bother him 
again. The next day, he proposed. Can you 
say “sociopath?” And this is but one example 
of many. 

| guess most of you who play online (table- 
top games are more likely to motivate better 
behavior) have stories of your own. If you feel 
the muse, please mail them to me at 
cyans®cdmag.com. Also, you may want to 
avoid bending over. m 
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Team Rainbow is back in full force. Rogue 
Spear, the sequel to PC Gamer's 1998 Action 
Game of the Year, immerses you even deeper in 
— | = : . a . the explosive action of an elite multinational 
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Rogue Spear feels so real, you'll be yelling 
‘Tango Down!' in your sleep for weeks. And 
the multiplayer action is to die for. Remember, 
when stalking the enemy: Walk softly but strike 
like a thunderbolt. You only have one shot to 
save the world. 
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matter of time. 


Simulating the US Air Force—while the US Navy 


sims with Flight Simulator by Ben Chiu 


t's often said that the truth is stranger 
than fiction. Several recent developments 
in and related to the sim world have struck 
me as being exciting yet somewhat ironic 
at the time. Paul Grace and Jane’s upcom- 
ing USAF title takes the popular US Navy 
Fighters series and gave the United States Air 
Force inventory their turn. [As this article was 
going to press, Grace resigned from EA; Jane's 


Another interesting feature of Jane’s USAF is 


something to hate—the old argument that until 
sims are indistinguishable from the real world 
there will always be something to pick apart 
rears its head.) But as long as there’s an option 
to turn things on and off (like every flight sim 
should) it’s a win-win situation for everyone. 

Another interesting feature of Jane’s USAF is 
that this will be their first title compatible with 
Jane's World War electronic battlefield. 


that this will be their first title compatible 
with Jane’s World War electronic battlefield. 


Although multi-game, multi-player envi- 
ronments for multiple platforms are fairly 


common today... 


representatives say this will have no effect on 
USAF ’s development -ed.] There’s little doubt 
that this will be another popular title, but this 
time around the Jane’s crew in Redwood City 
are touting (among other things, such as the 
usual state-of-the-art graphics, yadda, yadda, 
yadda) “the most advanced modeling ever 
seen” in the series. (Yes, this includes flight 
modeling, aircraft graphics, and aircraft sys- 
tems.) Since Andy Hollis has moved on to com- 
mand the Wing Commander franchise, it was 
comforting news for many of us to see that 
Grace attempted to venture towards some mid- 
dle ground between the hardcore Jane’s sims 
(Longbow series and F-15), and his usual 
“lighter” fare. Of course whether that’ll be 
enough to sooth the hardcore fringe remains to 
be seen. (Which is unlikely as there’s always 


Although multi-game, multi-player environ- 
ments for multiple platforms are fairly com- 
mon today, if Jane's World War comes off as 
planned it might be the first to feature a per- 
sistent battlefield with detailed player-operat- 
ed aircraft and combat vehicles. While many 
would have placed bets that the “holy grail” of 
the combat sim world would have come from 
some hardcore sim developer such as Hollis’ 
Jane's groups or the Falcon 4 people, how 
many would've expected it to be Paul Grace's 
legacy from Jane’s? 

In a related story about the real USAF, due to 
the technological migration towards global oper- 
ations the Defense Department is considering for- 
mally changing the name of the U.S. Air Force to 
the U.S. AeroSpace Force. If that does happen can 
a Jane’s AeroSpace Force be too far off? (Maybe 


ig, 


there’s more to Andy Hollis’ move to the Wing 
Commander franchise than we think?) 

Anyhoo, Stephanie L. Jordan of the Corpus 
Christi Caller Times wrote a story with a lead in 
that read “Navy now requiring use of program 
adapted by NAS student.” (The full story can 
be read at www.caller.com/autoconv/newslo 
cal99/newslocal613.html) The “program” 
referred to was Microsoft Flight Simulator 98. It 
turns out that a cadet modified Flight 
Simulator 98 to supplement his flight training 
and scored higher proficiency ratings than his 
classmates. Although Microsoft has been subti- 
tling Flight Simulator 98 as “As Real As It Gets” 
for sometime, according to the story it seems 
that the appeal for the Navy is Flight Simulator 
98's adaptability to re-create scenery/land- 
marks and aircraft more than its flight;dynam- 
ics modeling. 

MSNBC columnist Steven Kent once wrote 
that the appeal of Flight Simulator 98 is its abil- 
ity to model where you live and that possibly a 
“drive yourself home simulator” that models 
every mailbox and streetlight in your neighbor- 
hood might be as appealing. As sim buffs, we 
tend to overlook the attraction our genre has 
for non-sim’ers. It’s interesting to see that the 
USN has viewed Flight Simulator 98 the same 
way. Again, who would've thought? 

In any event, being a longtime supporter of 
PC-based simulators for their training value, I'd 
be remiss if | neglected to mention the inherent 
training functions that many of our “games” 
reproduce (albeit often slightly different than 
with single purpose FAA- or other organization- 
approved simulations). For example, the cockpit 
workload in a simulator can initially prepare a 
non-pilot for the pace of operations more effi- 
ciently than flying the real thing can because of 
the cheaper cost and lowered risk of endanger- 
ment. While this news story may not finally sig- 
nal the unification of desktop simulation games 
and training simulators, it does indicate that the 
two are moving towards one another and it may 
be “just a matter of time.” = 
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The State 
of the Game 


It’s going to be a great year! 


elcome to our annual preview issue! 
We spent three days in May at the 
Electronic Entertainment Expo (E3) 
looking at the most amazing prod- 
ucts—our report starts on page 30 
We've been doing this giant 
roundup of all of the upcoming games for the 
last seven years, and this year's is the best yet! 
Looking over that list, you can’t help but say, 
“It's going to be a great year!” 

Whoa, sorry. Spending three days at the bub- 
bly hype-fest that is E3 does this to you. It’s 


by Steve Bauman 


you're right. And it’s not fair. We really try to 
get excited over the latest sequel to a game no 
one liked or the 167th variation of Command & 
Conquer, even if it’s the 59th to distinguish itself 
from the pack by being 3D. In all honesty, some 
of these games turn out to be pretty entertain- 
ing, and a part of me is actually okay with the 
endless stream of sequels the industry churns 
out every year. (The entire industry is so geared 
toward sequel marketing that we're moving 
beyond “ship it, fix it later” to “ship it, start the 
sequel.”) I’m excited there’s going to be Sid 


Let's not forget that’s why we're really at 
these shows. It’s all about games, right? 


incredibly easy to be cynical about trade shows, 
and E3 is no exception. Whether they're about 
computer games or the latest plumbing gear, 
trade shows are all about flash and hype. You 
need half-naked impossibly breasted models, 
you need dancers in skintight outfits, you need 
ear-splitting music, you need flashy videos, you 
need buzzwords, you need shiny happy people 
handing out free goods. If you do all of this 
maybe, just maybe, people will come to your 
booth to actually look at your products. 

Ah, the products. Let’s not forget that’s why 
we're really at these shows. It’s all about games, 
right? Well... sorta. Aside from serving as a 
yearly “mine's bigger’ contest between pub- 
lishers (booth size, not... ah never mind), its 
main purpose is for sales and marketing people 
to get together to make deals. With enough 
booth flash and buzzword-compliant demos, 
companies will convince buyers to purchase 
thousands of copies of the latest hunting game 
or sequel, squeezing out the single copy of the 
game you actually wanted to purchase. 

“Oh stop, you're just being cynical.” Well... 


Meier's Civilization Ill and | can't wait to play 
Age of Empires II, Diablo I! and the add-on for 
Half-Life. 

But does this kind of development have a 
cost? Can any PC company come up with a 
game as bizarre as the PlayStation game Um 
Jammer Lammy, the sequel to the equally surre- 
al Parappa the Rapper? Watching weird digital 
characters playing heavy metal guitar can’t help 
but bring a smile to the face of the most jaded 
gamer. The only PC game that even comes close 
to generating this sort of “wow, I’ve never seen 
anything like that before” response is Maxis’ The 
Sims (see page 72), which is so weird and creepy 
that | stood transfixed as a group of people tried 
to navigate the tricky waters of virtual dating. | 
want that game now, even though I'm com- 
pletely content playing the less-than-innovative 
SimCity 3000. 

It’s a lot easier for us to criticize than to cre- 
ate, and for game companies to stick with 
derivative works rather than risk investors’ 
money on original products. But the optimist in 
me always thinks that presidents and CEOs of 


every game company will read our £3 article, 
call a company-wide meeting, hold the maga- 
zine above their heads and scream at the top of 
their lungs “we're all making the same damn 
game. |’m paying all of you fools a fortune— 
can't one of you come up with an original 
idea?” A timid voice will emerge from the back 
of the room, and he or she will come forward 
and proudly say, “I have one.” And rather than 
tell this person, “Sorry, there’s no market for 
your game,” it will get produced, be brilliant 
and spawn a new genre for every other compa- 
ny to rip-off for the next three years. 

Ultimately, looking over the list of upcoming 
games you could be depressed that 138 of the 
190-ish games will likely be at best mediocre, or 
you could be thankful for the 22 good games 
and the seven brilliant ones. (Yes, those num- 
bers are made up.) But remember this: it’s not 
getting worse. In fact, with fewer games being 
produced, there may actually be a higher per- 
centage of good games coming out in 1999. 
There weren't necessarily more good games 
being produced 5-10 years ago—we just conve- 
niently forget all of the mediocre titles. (Of 
course we reserve a special place in our memo- 
ries for the truly wretched games. ) 

Regardless how you feel about the current 
“State of the Game,” just be thankful that you 
don't have to play all of them—that’ll turn even 
the most bubbly and effervescent person into a 
jaded and cynical magazine editor. m 
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HASNT IRAQ MADE A MOCKERY 
OF US LONG ENOUGH? , 


NCE AND FOR ALL. 
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Los Angeles, May 13-15 


55,000 INDUSTRY PEOPLE DESCENDED ON THE LOS ANGELES CONVENTION CENTER 
to partake in three days of schmoozing, deal-making, partying and ogling 
booth babes. (Both of the women in the industry ogled that one booth himbo.) 
Oh, and some games were shown. The show gives us an opportunity to see 
every single game in development, and with the 2-5 minutes of time allotted 
for actual product demos (half of which is spent listening to some guy explain 
why their technology is cool), we were able to put together this article. 

So sit down in a comfy chair, put on some soothing music and prepare your- 
self for the most comprehensive list of upcoming games you'll find anywhere. 


Army Men Ill 

Genre: Plastic Action 

The Pitch: What can possibly add 
a new level of excitement to the 
ongoing war between the Green 
and Tan plastic army men? 
Aliens! Bug-Eyed Aliens will be 
teaming up with the Tan 
Commander Plastro in his quest 
for world domination. Not to be 
outdone, Sarge and his Green sol- 
diers team up with a band of 
Space Troopers to battle the 
extraterrestrial menace across a 
number of new worlds that 
include a spaceship, a city on 
distant planet and a bathroom. 
Picture: Please... make it stop 
Release Date: Fall 1999 


Gulf War: Operation 

Desert Hammer 

Genre: Military Action 

The Pitch: Go behind the wheels... 
er, tracks... of an experimental 
tank nicknamed “The Hammer.” 
Smash through 18 single-player 
and 18 multiplayer levels with a 
variety of weapons based on real- 


world ordinance. 

Picture: What if they gave a war 
and no one cared? 

Release Date: Fall 1999 


Heroes of Might and Magic III: 
Armageddon’s Blade 

Genre: Turn-based Strategy 

The Pitch: Players tiring of 
reducing Erathia to rubble will 
rejoice at the prospect of an 
expansion. Armageddon’s Blade 
will introduce six new cam- 
paigns (26 scenario maps), 38 
stand-alone scenarios and some 
new monsters. A futuristic city 
was added, then dropped 
because fans were upset. 
Apparently they skipped all of 
the Might and Magic role-play- 
ing games. 

Picture: It's like add-on crack. 
Just... one... more... hit... 
Release Date: Fall 1999 


Re-Volt 
Genre: Racing 
The Pitch: Climb behind the 


wheels of a variety of tiny remote 
controlled cars and race them in 
assorted life-sized environ- 
ments—a toy store, cruise ship, 
museum and a botanical garden. 
The game will also support 
Internet play. 

Picture: Toy Racer Story 

Release Date: Fall 1999 


Shadowman 


Genre: Third-person 3D Action 
The Pitch: Imagine a game about 
the world of voodoo. No, nota 
world inhabited by a bunch of 
3D engineers, developers and 
Quake nuts. The other kind of 
voodoo, the one popularized by 
witch doctors and sticking pins 
into dolls. Now place a guy in 
that world who runs around 
killing things. 

Picture: 3dfx Voodoo meets 

real voodoo 

Release Date: Summer 1999 


Throne of Darkness 


Genre: Action/Role-playing 
The Pitch: Created by some ex- 
Blizzard folks who worked on 
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Diablo, this game allows players to 
assume the role of a Japanese war- 
lord and command his seven elite 
Samurai as they battle the Dark 
Warlord and his army of Shadow 
Warriors. As many as four samurai 
can be controlled at once, and the 
game features a ‘play calling” 
interface that allows players to give 
their warriors formation and com- 
bat commands. 

Picture: Diablo-san 

Release Date: 2000 


TrickStyle 

Genre: Gnarly Surfing Action 

The Pitch: Surfer dudes of the 
world unite! Riding on gravity 
boards high above the city streets, 
surfers compete for fame and for- 
tune. Surfers are awarded points 
for various stunts and trick moves. 
The tracks will feature renditions of 
cities such as Tokyo and London 
and feature a “node-based” 
design that allows players to 
explore multiple paths through a 
given course. 

Picture: “I’m so wasted... and 

I'm 3D" 

Release Date: Fall 1999 


Demolition Racer 

Genre: Smashing Racing 

The Pitch: Created by the develop- 
ers of Test Drive 4and 5 this game 
is based on the USDDA Demolition 
Derby competition. As its name 
implies, the game will feature fly- 
ing debris, visible damage, flames, 
mayhem, etc. 

Picture: Crash and burn for fun 
and profit 

Release Date: Winter 1999 


Slave Zero 

Genre: Big Robot Action 

The Pitch: There is something about 
big robots that brings a smile to the 
faces of gamers everywhere... per- 
haps it is the simple, visceral attrac- 
tion of a wanton crush-fest. Elegant 
in its simplicity, this game allows you 
to run around towns blowing shit up. 
Picture: Big robots + big explosions 
= big fun 

Release Date: Summer 1999 


Test Drive 6 

Genre: Arcade Racing 

The Pitch: Just as copies of Test 
Drive 5 begin to migrate to the 
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bargain bins comes the latest iter- 
ation. It promises the usual excit- 
ing environments and collection 
of exotic cars that you probably 
could never afford in real life. 
Whether any of the shortcomings 
of the previous title will be 
addressed remains to be seen. 
Picture: Need for Fewer Sequels 
Release Date: Winter 1999 


Test Drive Off-Road 3 

Genre: Arcade Racing 

The Pitch: The action here follows 
the usual formula of off-road runs 
over a variety of traction-inhibiting 
surfaces, and Accolade promises an 
all-new physics model. While AM 
General's Hummer will be sporting 
a new look, the game’s visuals 
seem to be receiving only minor 
tweaks and still appear limited by 
the game's PlayStation roots. 
Picture: Not again? 

Release Date: Winter 1999 


Battlezone II 
Genre: 3D Action/Strategy 
The Pitch: The sequel to the critical- 
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ly acclaimed 3D/strategy hybrid is 
continuing where its predecessor 
left off. A gentler learning curve, a 
reduction and simplification of 
some extraneous features and an 
all-new 3D engine make this one to 
keep an eye on. 

Picture: Second time’s a charm... 
Release Date: Summer 1999 


Dark Reign Il 

Genre: 3D Real-time Strategy 

The Pitch: While the original game 
was a Standard top-down 2D 
game, the sequel has jumped big- 
time on the 3D bandwagon. While 
you can still get a top-down view, 
the minute the camera angle 
swoops to ground level and focuses 
in on a squad of realistically-sized, 
polygonal troopers you know that 
this isn’t just a rehash. 

Picture: Endlessly rotating your 
view of a battle just so you can see 
what the hell is going on 

Release Date: Fall 1999 


Soldier of Fortune 

Genre: Violent 3D Action 

The Pitch: This game wasn’t shown 
on the show floor for fear of offend- 
ing the mainstream press. And for 
good reason: in the words of one 
staffer, “wow, that’s really impres- 
sive blood.” Hyper-violent, Raven’s 
Quake Ii-based game allows you to 
play a mercenary engaging in the 
usual run-of-the-mill Soldier of 
Fortune kinds of duties: rescuing 
endangered hostages, overthrowing 
dictators, etc. The game can be 
played as a squad, and there’s lots 
of cool weaponry. 

Picture: Congressional hearings 
Release Date: Winter 1999 


Star Trek Armada 

Genre: Real-time Strategy 

The Pitch: The Borg are invading 
the familiar environs of the Alpha 
quadrant, and it’s up to you to 
command either Federation, 
Romulan, or Klingon fleet to help 
stop them. Alternately, you can 
take charge of the Borg yourself; 
indeed, in getting through the 
whole single player 
storyline/campaign you'll end 
up playing all four sides. You'll 
control up to 30 units: starships, 
repair bases, and space stations, 
and will navigate through the 
usual collection of Trek space 
terrain: wormholes, nebulae, 
and asteroids. 

Picture: Trek & Conquer 

Release Date: 2000 


Star Trek Insurrection 

Genre: Action/Adventure 

The Pitch: Developed by Presto 
Studios, creators of the journeyman 
Project series of games, this takes 
place one year after the movie of 


All hail the king of multiplayer 3D action 


Activision 

First-person Action 

h: The project referred to as “Trinity” was ear- 
marked to be the next fundamental leap in id 
_ Software’s genre-spawning series of first-person shoot- 
ers. When id first announced that they were shelving it 
(at least for the time being) in favor of a third install- 
ment in the Quake series, fans were understandably 
perplexed and somewhat disappointed. Further 
announcements that this sequel, now called Quake il 
Arena, would not feature a linear story-based single 
player mode and would require 3D hardware raised no 
small amount of controversy. As the biggest fish in the 
not-so-little pond of first-person action games, id 
seems to be comfortable riding out whatever waves it 
makes, and the entire world will certainly be watching 
when the game is released later this year. 

When you consider the strengths of past id titles, 
their approach to their current project is perhaps a bit 
less surprising. While some of their games have fea- 
tured an enjoyable single-player element, they lack the 
complex story and mission elements featured in other 
popular single-player first person games. Perhaps rec- 
ognizing their own limitations, the id decided to 
rewrite the rules and put together a game in which the 
single-player and multiplayer games feature very simi- 
lar design elements. 

Rather than present a linear progression of levels, 
Arena will pit the player against Al “bots” in a single- 
player deathmatch. To give the player a sense of pro- 


gression, only a small number of levels will be available 
to play at the start. Ample performance in these levels 
unlocks a new group of levels, and so on until the play- 
er has access to all of the game’s levels (roughly 30 at 
the time of this writing). 

Being an id game, it is not surprising that Arena will 
also be a technological tour de force. We've all heard a 
hundred times about the game’s textures, curved sur- 
faces and segmented player models, but when viewing 
the whole package right in front of you, the sum of these 
parts makes for a truly impressive whole. Curves are 
everywhere and simply seem natural, like they belong 
there. The game is definitely much brighter and more 
colorful than previous Quake games, though the color is 
a little more subtle than Unreal. id has stuck a remark- 
able balance between flashy effects and subtlety. 

The most important test of all is still ahead, and it 
remains to be seen whether Quake //i Arena’s unique 
approach will capture the hearts (and heads, and arms, 
and other assorted gibs) of fans. One universal attribute 
that id’s games have been praised for is their rich 
attention to atmosphere, and while none of their games 


have been particularly heavy in the story department, it. 


might prove difficult to establish a similarly oppressive 
ambiance without any narrative frame of reference at 
all. Still, if anyone can do it, id probably can, and there 
will likely be no shortage of developers willing to 
license the engine and twist it to their own evil purpos- 
es. Half-Life 2, anyone? 

Ch-ching 

Fall 1999 
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briefs 


—Havas Interactive cap- 
tured close to a dozen of the software 
industry’s most prestigious awards at 
the E3 Expo. The Academy of 
Interactive Arts and Sciences awarded 
Valve’s Half-Life “Computer Game of 
the Year” and “Action Game of the 
Year” while Dynamix’ Starsiege TRIBES 
received “Action/Strategy Game of the 
Year"... 

—Timeline Studios, the newly 
formed computer gaming company of 
best-selling author Michael Crichton, 
and Eidos today announced a major 
publishing and investment deal. 
Under the terms of the agreement, 
Eidos has taken a long-term equity 
stake in Timeline Studios. The invest- 
ment will fund the development of a 
series of titles based on new Crichton 
properties. The first, as yet unnamed, 
title from Timeline Studios is expected 
to be published in the first half of 
2000... 

—Bless 
you. Activision announced that they 
have entered into an agreement with 
Sony Music Entertainment (Japan) to 
publish Tenchu Ii, the prequel to 
Tenchu: Stealth Assassins. Under the 
agreement, Activision acquires the 
publishing rights for the PlayStation 
and the PC versions of the game 
worldwide, excluding Japan... 

—Blizzard Entertainment 
announced a series of strategic licens- 
ing partnerships for three game prop- 
erties: Diablo, StarCraft and Warcraft. 
The company will market products 
and novelties based on the popular 
titles including novels, pencil and 
paper role-playing games, strategy 
guides and action figures. They are 
also in negotiations with a major book 
publisher to license book rights for all 
three game universes. Under a nine- 
book deal, three novels will be pub- 
lished for each game. The first in each 
series will begin appearing during the 
spring and summer of 2000. Wizards 
of the Coast subsidiary TSR Inc. is in 
charge of producing role-playing 
adventures set in the Diablo and 
StarCraft worlds, as well as other fast- 
play games, boxed sets and adven- 
ture modules. The Diablo games will 
be based on the Advanced Dungeons 
and Dragons rule book, while the 
StarCraft products will follow the 
Alternity science fiction role-playing 
rules system. The first of these games 
are scheduled for release later this 
year... Popular 
—Loki Entertainment 
Software announced that they have 
signed definitive contracts to port 
three more titles to the Linux operat- 
ing system this year: Bungie’s Myth II: 
Soulblighter, PopTop Software’s 
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>> Railroad Tycoon II and Delta Tao 
Software’s Ultimate Solitaire... 
Bound—Interplay signed a deal with 
Graphics Simulations Corp. to bring 
Baldur’s Gate and Descent 3 to the 
Macintosh... 
Out to Ubisoft aniperetive Magic 
announced that they have reached an 
agreement to sell off their CD-ROM 
product line to French publisher/dis- 
Lasser eee ae cash.. 
basbes ieceuetes is getting ready to 
give MechWarrior 3 one of the biggest 
media pushes in the company’s histo- 
ry. Hasbro plans on a mainstream 
media push in the form of print, 
online, in-cinema advertising and a 
television campaign. The first fruits of 
their labor will begin with a television 
commercial on May 31, 1999, airing 
during the series finale of Star Trek: 
Deep Space Nine. The company will 
also run thirty second spots in movie 
theaters beginning June 14 across the 
nation. The movie theater spots will 
run four a four week period and will 
be shown with such movies as Star 
Wars Episode 1: The Phantom Menace. 
The ads will feature combat between 
BattleMechs from the game. 
out Interplay—Titus Software has 
increased its stake in Interplay to $25 
million into Interplay, giving it a con- 
trolling interest in the U.S company. & 
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the same name. You're a fresh- 
faced (we assume) ensign assigned 
by Captain Picard to “discover the 
true secret of the Ba ku planet and 
thwart the Romulan threat to 
destroy the Federation.” You'll use 
Trek toys like communicators, tri- 
corders, and phasers to help rescue 
other Starfleet types and solve puz- 
zles, all as you work to (single- 
handedly, of course) save the 
Federation. The game uses a third- 
person view with a switching cam- 
era a /a Resident Evil. 

Picture: Resident Trek Evil 

Release Date: 2000 


Star Trek: Voyager—Elite Force 
Genre: First-person Action 

The Pitch: The first game based on 
the Voyager TV series, Hazard 
Team is a first person shooter that 
will use that tie-in to place you in 
the interesting environments the 
Voyager crew experiences. 
Developed by Raven Software and 
utilizing the Quake /// engine, it 
will have cooperative and death- 
match modes and will introduce 
new characters. 

Picture: Quake Trek 

Release Date: 2000 


Vampire: The Masquerade— 
Redemption 

Genre: Role-playing 

The Pitch: Based on the White Wolf 
pen-and-paper games, this 3D RPG 
is being developed by Nihilistic 
Software. Players take part in a time- 
spanning epic quest spanning 800 
years in the undead life of one poor 
sucker. In their journey through the 
gothic past to a dark modern day, 
gamers must battle their inner beast 
and bloodlust while hiding their true 
nature from mortals. 

Picture: Despite its subject, it’s 
unlikely to suck 

Release Date: Fall 1999 


Diablo Il 


Genre: Action/Role-playing 

The Pitch: Blizzard is known for 
taking one project on at a time 
(at least, one that they tell us 
about) and actually crafting it 
instead of cranking it out. This 
year’s project is perhaps the most 
anticipated game of the year. 
Better graphics, more depth, 
some 3D accelerated goodness... 
just release the damn thing. 


Picture: Click, click, sell a couple 
million copies, click, click... 
Release Date: Fall 1999 
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Dragon’s Lair 3D 

Genre: 3D Action 

The Pitch: The team that made the 
original— Don Bluth, Gary 
Goldman, John Pomeroy and Rick 
Dyer—is back for this 3D sequel. 
The story is the same: you again 
control Dirk the Daring on his quest 
to save Daphney from the dragon. 
The game won't be a pure rehash, 
though, as new characters are 
being added. The one type 
unveiled so far is the Steal Monkey 
(yes, Steal, not Steel). 

Picture: A possible future with 
Defender 3D, Pole Position 3D, 
Galaga 3D... will it never end? 
Release Date: 2000 


Shadowpact 

Genre: Real-time Strategy 

The Pitch: Secret societies, some- 
times representing even more mys- 
terious powers, have been at war in 
the shadows for millennia. The 
coming of the technological age 
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; r: Bungie 
hird fl daata Action - 


Myth games, Bungie i is returning 
fith Oni, a game that combines ele- 


T ve e been plagued by two 
problems that few (if any) drsslepers | have a 


“camera stays fixed behind the oy 


“over-the-shoulder” view, and when objects or walls 
come between the camera and the character, the game 
engine turns them translucent. It is a practic 
nism that ensures that the player never - 
either the action or the environment. 

_Hard-core shooter fans are usually less tha 


pee with automatic aiming, but putting 

_ crosshairs in the center of the screen hast doesn't c cut 
it when the player is not looking down the barrel of 
the gun. Oni features a veers beam that ter- 


oe a , simple but comprehen- 
and combat controls. Keyboard 
yer to onmr, ack, punch, and 


: Feonhuray changed or interupte 


The characters in Oni move in a very realistic fash- 
ion (another result of the engine’s interpolation fea- 
tures). The anime style of the characters and settings 
blend with the 3D realism of the engine better than 
one might expect. “ le not demoed, the = 


character “classes,” wh ee is va 
class and a number of unique characters. The charac- 


ter models feature high polygon counts—from 800 a 


minor characters to 1200 for central characters, and 
the game will require 3D hardware that supports Glic 


* Opencl. 


_ The player will visit some of the game’s levels mo 


han once in the game—a fifteen-story police building ; 


hat the player must defend in one part of the game 
ight be the target of a raid in another. The single- 


layer game will feature 14 different levels and a total — 


F 17 missions. The single-player story will focus on 
the female character Konoko. Part of a special police 


~ unit called the Tech Crimes Task Force (TCTF), Konoko. : : : 
is tasked with infiltrating and destroying a crime syn- — 


dicate. Bungie is keeping relatively tight-lipped 


about the plot, but apparently she meets with a fair ] 


helping of betrayal and loss along the way, ni 
outlook and methoc frow code as th 2 game pro- 


aller than the s : 
single-player game. 
Overall, there a 


ase ¢ Date: Winter 1999 


hasn't shed any light on these 
dark areas, only given them new 
venues for their struggles. 
Sanctuary, a global virtual reality 
system that far outstrips the web, 
is now home for their activities. In 
the game you'll act as leader of 
one of the factions, and you'll use 
the Sanctuary interface to work 
your wiles. You'll issue orders to a 
variety of characters, but you'll 
never control them fully; they are 
independent thinkers and will, 
depending on their personalities, 
skills, or agendas, do as they 
wish. Assign them workers, sol- 
diers, spies, and other specialists, 
then send them out into the world 
to acquire buildings in key cities, 
get a hold of special, shadowy 
artifacts, and generally work to 
extend your control of the world. 
Picture: Who knows? It’s so shad- 
owy, even we don't get it 
Release Date: Fall 1999 


BULLFROG 


Dungeon Keeper 2 

Genre: Evil Real-time Strategy 
The Pitch: A souped-up take on 
the theme ‘evil is good,” the 
game will again let you take 
charge of the dungeon of your 
dreams. The 3D graphics looks 
considerably better, the game- 
play has been refined... let's hope 
it's a bit less... boring. This time 
we learn that even the Reaper 
fears someone... 

Picture: Put up or shut up time, 
Mr. Reaper 

Release Date: Fall 1999 


Theme Park World 

Genre: Strategy 

The Pitch: The original amusement 
park game goes 3D. Once you've 
built a park you'll be able to move 
about it via a first person perspec- 
tive. You'll also be able to jump 
onto one of your rides to try out 
yourself (nausea factor will be 
only partly simulated...). Another 
change from the original is the 
ability to design your own rides. 
Bullfrog, always known for its 
humor, isn't necessarily going for 
full realism here—you'll be able to 
build rides any insurance-respect- 
ing park operator would avoid like 
the plague, giving your rides dan- 
gerous things like crossovers and 
jumps. Rides include roller coast- 
ers, log flumes, go-karts, and 
more; for the more sedate park 
attendees you can build shops, 
sideshows, and kiosks. This js a 
business, so you'll need to man- 
age your park, set entrance prices, 
configure the rides, and hire staff 
to work the park. 

Picture: Polygonal vomit 

Release Date: Winter 1999 
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Amen: The Awakening 
Genre: First-person Action | 
The Pitch: Between 2030 and 2050 
AD about a third of the population | 
begins to go insane. Violence and 
murder become rampant as a 
pandemic with no apparent cause 
creates beings known as “The 
Afflicted.” You are thrown into the 
world during this mayhem, and 
you need to figure out what’sup | 
over the course of 17 acts set in 
realistic environments (including 
the Pittsburgh airport). Cavedog 
says the game is more story than 
action driven. Just about any 
object in the game can be picked 
up and equipped or converted to 
energy, which can then be used 
as ammo. 

Picture: A 3D shooter set in 
Pittsburgh? Bizarre 

Release Date: Fall 1999 


Good & Evil 

Genre: You name it 

The Pitch: This game is still in 
development but has gone under 
wraps while Gilbert works some 
design issues. The game will com- 


bine the combat model of strate- 
gy games, the puzzles of adven- 
tures and the character attach- 
ment of RPGs. Then again, what 
game doesn't? 

Picture: Good & Evil, Black & 
White. Black & White, Good & Evil. 
Uma, Oprah... 

Release Date: 2000 


Total Annihilation: Kingdoms 
Genre: Real-time Strategy 

The Pitch: This follow-on to the 
(justifiably) highly-regarded actu- 
ally takes us back in time... waaaay 
back to the days of knights, drag- 
ons, and the like. Take the same 
gorgeous maps, plop down some 
amazing polygonal units, pit four 
unique sides against one another, 
Stir, bake until brown. 

Picture: Age of, like, Totally 
Annihilated Kingdoms 

Release Date: Summer 1999 


Desert Fighters 

Genre: Flight Simulation 

The Pitch: This sim focuses on a lit- 
tle-explored theater of the second 


SE — 


World War—the deserts of North 
Africa. The game features a 


dynamic campaign and will feature 


18 flyable aircraft, including the Ju- 
87 Stuka, the Italian Macchi MC 
202, the French Dewoitine D 520 
and the P-51 Mustang. For multi- 
positional aircraft (such as the 
Stuka) players can fly as either the 
pilot or tail gunner positions. 
Picture: Saving the best for last? 
Release Date: Fall 1999 


Pro Pilot 2000 

Genre: Civilian Flight Simulation 
The Pitch: New planes include the 
Cessna Skyhawk C172R, The 
Beechcraft Bonanza V35, The 
Beechcraft Baron B58 and the 
Cessna CitationJet 525. Higher-reso- 
lution graphics, Glide and OpenGL 
support and lots of visual effects 
are the other main enhancements 
to this series. 

Picture: Flying the com- 

petitive skies 

Release Date: Fall 1999 


TRIBES 2 


Genre: Online 3D Action 
The Pitch: “7R/BES 2 will be the 


online game of the millenium,” says 
Dynamix’ Jeff Tunnell. A number of 
cosmetic changes and additions are 
in the works, including the a new 
“official” Tribe called the BioDerms. 
The game will also feature five new 
worlds, one of which will be ren- 
dered using an entirely new terrain 
system. The addition of water will 
whet the appetites of players look- 
ing for some variation from TRIBES’ 
otherwise dry maps. At least one 
new weapon will be added to the 
game’s arsenal, and while specific 
details are not yet forthcoming, 
Dynamix promises that it will be 
“bigger and meaner with cooler 
explosions and effects than ever 
seen in TRIBES.” A laudable goal, 

as any user of the Mortar will attest. 
Picture: Lots of hype backed up 
thus far 

Release Date: 2000 


FIFA 2000 

Genre: Soccer 

The Pitch: Hah, that’s a pun. (Get 
it? Soccer pitch... ah, never mind.) 
Better graphics, 42 classic teams 
from the past, expanded season 
play and updated rosters round 
up the features. 

Picture: This game rules 

Release Date: Fall 1999 


Madden NFL 2000 


Genre: Football 

The Pitch: Better graphics, new ros- 
ters, more moves, better control, 
blah blah blah. There’s also a new 
All-Madden Millennium team. 
Picture: Pow! 

Release Date: Fall 1999 


NBA Live 2000 

Genre: Basketball 

The Pitch: Guess what? This game 
has better graphics, more moves, 
better control, blah blah blah. As if 
the game wasn’t already creepy 
looking, now players will be 
synched to their post-dunk grunts 
and “yeahs.” Finally, last year’s 
practice mode will be enhanced 
with the ability to go one-on-one 
against any NBA player in a game 
of street ball. 

Picture: So real you'll hate the play- 
ers for being overpaid and lazy 
Release Date: Fall 1999 


NHL 2000 

Genre: Hockey 

The Pitch: Better graphics, sound, 
Al, etc., plus a new career mode 
round out the new features. 
Picture: Ice, ice, baby 

Release Date: Winter 1999 


Tiger Woods 2000 
Genre: Golf 
The Pitch: While the console version 


of this game goes more arcade-y, 
the PC version is more subdued. 
The physics model is being 
reworked, and the game will 
include a course editor. The new 
swing-meter will also be real-time. 
Picture: Links, links, baby 

Release Date: Fall 1999 


Abomination 

Genre: Real-time Strategy 

The Pitch: You have to wonder about 
a game name that screams “review 
me using this word,” but this RTS 
actually looks pretty good. Take 
your almost superhero-esque char- 
acters into environments and take 
out the alien menace. The structure 
of the game is very much like X- 
COM, with randomized maps. 
Picture: Lara-COM 

Release Date: 1999 


Anachronox 

Genre: Role-playing 

The Pitch: You may not be able to 
pronounce it, but don't let that 
stop you from reading about it. This 
game aspires to involve the player 
emotionally a /a Japanese RPGs like 
Final Fantasy. We'll reserve judg- 
ment on the story until the game’s 
done (thus far, they have the melo- 
drama down), but the Quake II- 
powered visuals are sharp, and the 
in-combat camera system is really 
Slick. For those keeping score at 
home, this game drew much bigger 
crowds than Daikatana. 

Picture: Final Quake Fantasy 
Release Date: 1999 


Braveheart 

Genre: Real-time Strategy 

The Pitch: All gamers die, but not 
every gamer truly lives. Will Red 
Lemon's real-time epic live up to 
its big screen namesake? This 
ambitious game mixes real-time 3D 
battles with a fairly deep strategic 
level where you control the destiny 
of Scotland. 

Picture: Men in Skirts 

Release Date: Summer 1999 


Commandos 2 

Genre: Real-time Strategy 

The Pitch: Shown only on video, 
they swore up and down that what 
we were seeing was gameplay. If 
so, this already visually stunning 
game has turned it up a notch, 
entering the realm of “oh dear, 
that’s impossibly good-looking.” 
Picture: Commandos & Conquer 2 
Release Date: 2000 


Cutthroats 

Genre: Pirate Strategy 

The Pitch: Unlike Sid Meier’s 
Pirates!, this pirate game focuses 
more on tactical battles (both on 


land and at sea) rather than sword- 
play. As either a pirate or a priva- 
teer, players guide their ships 
around the Caribbean plundering 
hapless ships and visiting (or pil- 
laging) over 70 different ports. 
Picture: Aargh, swab the deck, 
yadda yadda generic pirate speak 
Release Date: Summer 1999 


Daikatana 

Genre: Eternally Delayed First-per- 
son Action 

The Pitch: What can you possibly 
say about lon Storm's flagship title? 
After all of these years of develop- 
ment, the only thing shown at E3 
was deathmatch play. What about 
the single-player game, where 
you'd have Al-controlled sidekicks? 
What about the advanced Al? The 
amazing diversity of monsters? 
Four-year old deathmatch is fun for 
a while, but c'mon guys, when are 
we gonna see the things that make 
this game unique? 

Picture: Reviewers licking their chops 
Release Date: 1999 (stop giggling) 


Deus Ex 


Genre: Action Role-playing 
The Pitch: Powered by the Unreal 


engine and led by industry veteran 
Warren Spector (who worked on 
some decent games, like a bunch 
of U/tima games, both U/tima 
Underworld games, and most 
recently Looking Glass’ Thief), Deus 
Ex is a a fascinating action/role- 
playing hybrid. Will it live up to 
the standards of his prior cross- 
genre masterpieces? 

Picture: It actually shipping some- 
time in the next year 

Release Date: Winter 1999 


Legacy of Kain: Soul Reaver 

Genre: Bloodsucking Action 
Role-playing 

The Pitch: Kain banishes Raziel, and 
now must journey from the under- 
world to Nosgoth to seek revenge. 
You control him in a full-freedom, 
3D world with real-time environ- 
ments. Raziel will fight his way for- 
ward and morph between planes of 
existence as he sucks souls for 
nourishment along the way. 
Picture: Much (blood) suckage 
Release Date: Winter 1999 


Omikron: The Nomad Soul 
Genre: Third-person French 
Action Adventure 


The Pitch: With the “desperately try- 
ing to appear relevant” David Bowie 
doing the theme music, the game 
itself features prodigious 3D envi- 
ronments with, it is claimed, a larger 
play area and faster graphics than 
those found in Tomb Raider. It all 
sounds really good until you realize 
it's being done in France, which 
unfortunately in the past has meant 
jaw-dropping visuals at the expense 
of gameplay. We shall see... 

Picture: Vo/eur De Tombeau 
Release Date: Winter 1999 


Revenant 

Genre: Action Role-playing 

The Pitch: It has been several years 
since Diablo debuted on the 
action/role-playing scene, but its 
influence can still be witnessed in 
upcoming projects such as this. 
Will this isometric slay-fest with 3D 
characters on Baldur's Gate-style 
backgrounds be more than another 
pretty clone? 

Picture: Diablo's Gate 

Release Date: Winter 1999 


Saboteur 
Genre: Third-person Ninja Action 
The Pitch: Players take on the role of 
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‘Use the iemti-Up-Disglay 
and View Points Monitor to 
track the war around you. 


© 1999 Hasbro Interactive, Inc. All Rights Reserved. MicroPrase i is a trademark of Hasbro or its affiliates. BattleTech Material © Corporatio MecbiA Varrior, BattleTech, BattleMech, nd ‘Me a are hats marks or 
trademarks of FASA Corporation. and Microsoft Corporation. All Rights Reserved. Used under license. All other trademarks: are the property of their respec holders. 
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Shin, a ninja warrior tasked with 
rescuing his sister from the evil 
CyberGen Company. Aiding him in 
his quest is Shiro, a large canine 
sidekick who brings Shin his ene- 
mies’ slippers (feet still inside, of 
course). On the technical side, the 
game will feature motion-captured 
characters capable of using a vari- 
ety of weapons, moves and vehicles 
such as a Kawasaki motorcycle. The 
game’s 20 levels will apparently 
offer elements of exploration and 
puzzle solving in addition to com- 
bat, and will feature locales rang- 
ing from office buildings to lunar 
bases (apparently modern ninjas 
really get around). 

Picture: Ninja Raider 

Release Date: Winter 1999 


Thief 2: The Metal Age 

Genre: Sneaky 3D Action 

The Pitch: In this sequel to the criti- 
cally acclaimed original, players 
return as Garrett, the uber-thief, as 
he takes on another sneaky adven- 
ture. Expect an all-new story, tech- 
nological improvements, better 
effects, yadda yadda yadda. 
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Picture: A great game gets better 
Release Date: Winter 1999 


Urban Chaos 


Genre: Third-person Action 

The Pitch: Players take control of 
either or both of two police protag- 
onists—the agile and street-savvy 
Darci or the slower but more expe- 
rienced Roper (no relation to the 
landlord from “Three’s Company”) 
and take to the streets. The game 
offers some impressive visual 
effects such as volumetric fog, 
bump and reflective mapping, 
shadows, fog, rain, snow, etc. Darci 
and Roper can interact with over 
40 non-player characters over the 
course of the game, as well as ride 
on a number of vehicles such as 
motorcycles and hang-gliders. 
Picture: A good looking game 
buried by splashier competitors 
Release Date: Winter 1999 


Need for Speed: High Stakes 
Genre: Gorgeous Racing 
The Pitch: The big twist this time out 


is that you can purchase cars and 
wager them in the High Stakes rac- 
ing mode. Win a contest and you'll 
reap the benefits: you'll get to add 
the loser’s car to your coterie of 
saved cars. Another big change is 
the addition of damage visuals to 
your car models, so you'll finally be 
able to get the satisfaction of seeing 
an opponent crumple that Ferrari 
550 Maranello. And speaking of 
cars, EA says there will be 19 in the 
game, including the Aston Martin 
DB7, BMW Z3, Lamborghini Diablo 
SV, Jaguar XKR, Porsche 911 and 
some good ol’ Detroit steel in the 
form of the Camaro 228, Corvette C5 
and Pontiac Firebird. 

Picture: More embarrassingly bad 
adjectives being used to describe 
this game's graphics 

Release Date: Summer 1999 


Shogun: Total War 

Genre: Strategy 

The Pitch: This historic real-time 
and turn-based strategy game set 
in Japan, it features large-scale 
real-time 3D battles mixed with an 
almost Risk-like strategic wrapper. 


Picture: Braveheart in Japan 
Release Date: Summer 1999 


on iVin wanna’ a 
Enemy Engaged: 

Comanche Hokum 

Genre: Flight Simulation 

The Pitch: As with Apache Havoc, 
you'll get a Western and a Russian 
helicopter to play with, and mis- 
sions and campaigns to match their 
skills. Also, you'll be able to inte- 
grate the game with the earlier title 
for multiplayer match-ups and 
cooperative hunter-killer missions. 
Picture: How about a racing game 
Ford~Toyota? 

Release Date: Winter 1999 


MiG Alley 

Genre: Flight Simulation 

The Pitch: While the game covers 
the entire Korean war, it focuses on 
the Chinese Spring Offensive of 
1951. In single player mode you'll 
fly for the UN only, taking off in 
either the F-51D Mustang, the F-80C 
Shooting Star, the F-84E Thunder 
Jet, or one of three F-86 Sabre vari- 
ants (A, E, or F)—which craft you fly 
in will depend on the time period 
and the missions involved. 

Picture: Flying and fighting in the 
Forgotten War 

Release Date: Summer 1999 


Motor Racing 

Genre: Motor Racing (duh) 

The Pitch: This is the working title 
of a game that'll allow you to 
choose between 12 cars and race 
them on both the tracks and in the 
parking lots of the world’s finest 
racetracks. The most important 
feature—your brakes will glow! 
Picture: A kinder, gentler 
Carmageddon 

Release Date: Winter 1999 


Pro Pinball: Fantastic! 

Genre: Pinball 

The Pitch: The latest of their bril- 
liant line of pinball games takes 
you back in time with a new 
steam-technology based table. 
Features up to ten balls in play at 
the same time and four flippers. 
Picture: It’s pinball-riffic! 

Release Date: Winter 1999 


Sheep 

Genre: Real-time Herding 

The Pitch: Guide the lovable but 
stupid sheep through 16 levels, 
keeping them from being 
bashed, boiled, blown up 
and/or blow-dried. There are 
five different breeds, and some- 
thing sure to put the fear of God 
into players throughout the 
world, evil cows. 

Picture: Baaahhhd puns 

Release Date: Winter 1999 


Wargamer: Napoleon 1813 


Alien Resurrection 


Stars! Supernova 

Genre: Space Strategy 

The Pitch: A modern follow-on to 
the classic space empire building 
game Stars-Empire’s still keeping 
Supernova under wraps. More 
when we know more. 

Picture: Stars! goes supernova! 
Release Date: Winter 1999 


Wargamer: Napoleon 1813 

Genre: Wargame 

The Pitch: An innovative-looking 
mixed-scale wargame, at one level 
you ll control the armies of France 


Planet of the Apes 


and once battle is joined the view 
switches to a tactical level, and the 
game clock drop into real time. 
Things are still happening at the 
operational/strategic level, so units 
ordered to the area of the battle- 
field before the battle may arrive as 
reinforcements during the battle. 
Picture: Grognard €& Conquer 
Release Date: Fall 1999 


FOX INTERACTIVE 


Alien Resurrection 
Genre: First-person Action 


The Pitch: Players will have an 
opportunity to roam the decks of 
the research vessel Auriga as any of 
five different characters from the 
movie. As if the aliens were not bad 
enough, the ship is also infested 
with seven Ripley clones that must 
be located and destroyed. The 
game's ten levels will feature a mix 
of action and puzzle-solving (not 
necessarily in equal portions) as the 
player attempts to stop the psy- 
chotic Dr. Wren from returning alien 
specimens to Earth. 

Picture: Why make a game based on 


PS 
Die Hard Trilogy 2 


Croc 2 


a movie few people actually liked? 
Release Date: Fall 1999 


Croc 2 

Genre: 3D Platform-y Action 

The Pitch: The quirky Croc is ona 
quest to find his parents, unaware 
that his archenemy Baron Dante has 
been magically resurrected by his 
evil Dantinis. The Baron will 
attempt to thwart Croc’s journey 
through 40 levels. 

Picture: Raise your hand if you 
bought the original... 

Release Date: Winter 1999 
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ES 1999 
Die Hard Trilogy 2 


Genre: John McClane is at it again, 
this time on the Las Vegas strip. 
High-tech terrorists are bent 
reducing Nevada’s sin city into a 
pile of dust, and only McClane can 
stop them. The game will split the 
action into three separate “mini- 
games,” each with its own goals 
and style of action. 

Picture: Raise your hand if you 
bought the original... 

Release Date: Fall 1999 


NBA Championship 2000 

Genre: Basketball 

The Pitch: Known last year as 
ESPN NBA Tonight, the game fea- 
tures include authentic player 
moves, adjustable coaching 
strategies, eight-player multi- 
player support, and multiple dif- 
ficulty levels. 

Picture: Tim Duncan is the best 
player in the NBA 

Release Date: Fall 1999 


NHL Championship 2000 

Genre: Hockey 

The Pitch: Formerly known as ESPN 
National Hockey Night, this is the 


latest version of the critically 
lauded NHL PowerPlay. The game 
will ship with a full player 

' editor/creator, trading, multiplay- 
| er, fights, etc. 

| Picture: Thugs on ice 

Release Date: Fall 1999 


| Planet of the Apes 

Genre: Third-person Ape Adventure 
The Pitch: Players takes on the role 
of Ulysses, sole human survivor on 
a planet that has witnessed a cruel 
turn of evolution— humans are at 
the bottom of the food chain, 
while apes are the undisputed 
masters of their world. You'll 
apparently encounter a variety of 
action and adventure elements 
while guiding Ulysses through the 
game's 15 levels. 

| Picture: Without Charlton Heston’s 
overacting, what's the point? 
Release Date: 2000 


Age of Wonders 
Genre: Turn-based Strategy 
The Pitch: This anachronistic game 


=) Lever 1 


features 12 unique races, over 50 
different heroes with individual 
personalities and abilities, numer- 
ous special items, and myriad of 
locations to explore. The goal of 
the game is to raise and lead an 
army towards a battle that deter- 
mines the fate of the world. During 
the journey through many realms 
and landscapes, players will make 
alliances, gather heroes, and find 
magical artifacts. Players can 
employ strategic and tactical skills 
to command troops in capturing 
vital locations and defeating ene- 
mies in a variety of scenarios. 
Picture: Warlords of Might 

and Magic 

Release Date: Fall 1999 


Darkstone 

Genre: Action Role-playing 

The Pitch: Travel through this 3D 
environment controlling two char- 
acters as you attempt to defeat the 
Big D, which this time around is not 
Diablo, but an evil dragon known 
as Drakk. Beautifully detailed char- 
acters are done in a whimsical 
anime style, and there are eight of 
them to choose from. Each new 


Lf. 
iJ 


game uses a quest generator to 
randomly place treasure and 
quests (of which tens of thousands 
are possible) with over 30 levels 
per quest, and over 80 types of 
monsters, including killer bees. 
Picture: “| wanna be like Diablo” 
Release Date: Summer 1999 


Fly! 

Genre: Flight Simulation 

Picture: Aiming squarely (and 
based on early betas hitting on 
most counts) at the genre domi- 
nated by Microsoft's Flight 
Simulator, Fly! looks to offer more 
features than the current king. Fly 
lots of civilian planes, land them, 
go sight seeing, plan flights... but 
where's the shooting? 

Picture: Frazzled nerves in 
Redmond 

Release Date: Summer 1999 


Grand Theft Auto 2 

Genre: Foul-mouthed Action 

The Pitch: This follow-on to last 
year's bad boy game of violent 
auto theft, car chases and general 
urban chaos aims to continue the 
trend. New features include more 
SWAT teams and a more complex 
and dynamic city environment. 
Picture: For the love of Mike Wilson, 
give us a mid-level save... 
Release Date: Fall 1999 


KISS Psycho Circus: 

The Nightmare Child 

Genre: Dinosaur Band 3D Action 
The Pitch: You start this game as a 
mortal but being to acquire the 
powers of The Elder, a supernatur- 
al being with four alter egos 
based on the KISS characters: the 
demon, the Starbearer, the Beast 
King and the Celestial. Your job? 
Fight the spawn of the evil 
Nightmare Child and prevent 
him/her/it from destroying the 
universe. The game, which uses 
the LithTech engine, will have 
“combat-heavy environments, ” 
each based around the flavor of a 
particular KISS character. Oh, 
yeah—expect loud music, too. 
Picture: “| wanna Doom and Quake 
all night, and sleep every day...” 
Release Date: 2000 


Max Payne 

Genre: Third-person John Woo- 
esque Action 

The Pitch: A grizzled cop, his family 
murdered and now on the run after 
being framed for the execution of 
his boss. He wears a trenchcoat and 
runs around town gunning down 
bad guys in slow-motion, with lots 
of graphic violence. Not shown in 
anything but video form for per- 
haps obvious reasons... 

Picture: More screams of bad taste 
in light of recent events... 


Release Date: 2000 


Nocturne 

Genre: Horror-ific Third-person 
Action 

The Pitch: You join a team hunting 
evil in this 30s-like pulp adven- 
ture. You'll pass through many 
lands and worlds in your quest to 
id the world of these dark crea- 
ures. Monsters include zombies, 
ghouls, vampires, and werewolves; 
the rest they'll leave us to be... sur- 
prised by. Requires a 32-bit capa- 
ble card for 3D acceleration, so 
Voodoo owners will have to make 
do with a software renderer... 
Picture: Alone in the 3D 
Accelerated Dark 

Release Date: Fall 1999 


+ ~ 


Rune 

Genre: First-person Viking Action 
The Pitch: Based on Nordic 
mythology and utilizing a modi- 
fied version of the Unreal engine, 
you take on the role (but hope- 
fully not smelly hides) of a young 
Viking tough... err, warrior 
named Ragnar. Your people are 
being massacred, and it’s up to 
you to put a stop to it (mas- 
sacring a bunch of Nordic nasties 
along the way). 

Picture: Unrea/narok 

Release Date: 2000 


t 
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It’s your one-way ticket to midnight 


Gathering of Developers 
3D Adolescent Action 

Heavy Metal magazine has been a refuge for 
adult-oriented comics and graphic novels for years, 
and the movie was a showcase for modern animation 
when it was first released in 1981. Now that a sequel is 
in the works (die to be released this summer), a game 
based on the license seems like a natural idea. Concepts 
and settings from the movie run the gamut from bizarre 
to absurd to downright disturbing, and they make for 
great game environments. 

Heavy Metal F.A.K.K.2 is being developed by Ritual 
Entertainment (the makers of Sin). The game will be a 
shooter (views alternate between first and third per- 
son), one of the first to license the impressive Quake II/ 
engine. Ritual is determined to avoid making the same 


mistakes evident in the initial release of Sin—a host of 
bugs and broken features that might have been avoid- 
ed by a bit of extra testing. Apparently G.0.D. is 
granting Ritual a large measure of control over the 
production schedule of the game, a concession that 
will hopefully allow them to make sure that Heavy 
Metal F.A.K.K.2 works properly before it hits the stores. 
They have exercised that autonomy to some extent 
already—although they had originally hoped to time 
the release of the game to coincide with the release of 
the movie, the of which has been pushed back to 
sometime in the year 2000. Hopefully the game will 
benefit from the extra time in the shop; it will, at any 
rate, give fans some extra time to blow the dust off 
their collection of Devo cassettes... 

Huh huh, | like, uh, saw a nipple 

2000 
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Big Wheel keep on turning 


Publisher: GT Interactive 
enre: Action Adventure 
he Pitch: Designer/producer Glen Dahlgren of Legend 


: Entertainment makes it very clear from the start that his 
"project based on Robert Jordan’s epic series of novels is 
“not a role-playing game. It is, Dahlgren explains, a mix 
_ of action and strategy that immerses itself in the volu- 
_minous source material with the aim of capturing the 
feel of Jordan’s world. 


Despite the fact that the game is built on the Unrea/ 


- engine, the artists at Legend have taken the code to a 
new aesthetic level. The environments feel like real 
places, largely thanks to the architects that Legend has 
_hired to flesh out the basic gameplay layouts handed 
down by the level designers. A lot of Legend’s art staff 


is versed in the adventure genre, and the beneficial 


~ result is that the quality of the demo’s environments is 
‘comparable to the detailed still art common to those 


types of games. 
_ The single-player game will feature an Aes Sedai 
named Elayna as the main character, and will feature a 


_ linear story that pits the player against both minions of 
the Dark One and creatures of Shadar Logoth in a race 
to recover the seals that bind the Dark One in his prison. 
_ Much of the action will be focused on using ter’angreal 
_ (magical artifacts) to summon the One Power and cast 
_ spells at opponents. 


Legend has created an interesting spell system to 


_ increase the variety of tactical options. In addition to 

_ the standard fire-and-forget spells, “Seeking spells” 

_ create balls of energy that move at various speeds (the 
more powerful the spell’s effect, the slower the spell 

- moves) in pursuit of the spell’s target. Seeking spells 

can generally be countered by other spell effects 

_ (assuming the target has the appropriate ter’angreal), 

_and the resulting exchange of spells and counterspells 


is designed to capture the dynamic of card games such 
as Magic: The Gathering. Over 40 ter’angreal will be 
present in the final game. 

The single-player story culminates in the “citadel” 
version of the multiplayer game. in citadel mode, play- 
ers compete each other in a version of “capture the flag” 
that uses the seals from the-Dark One’s prison as flags. A 
player must collect all four of the seals represented in 
the game and return with them to that player’s home 
citadel. Up to four players can participate in this mode, 
and each one starts with their own citadel and their own 
seal. The catch is that each player can only carry one 
seal at a time, and they must find ways to protect their 
“stash” of seals in their citadel from other players. 

Before the game begins, each player will be able to 
use a simple editor to place traps and troops within 
their home citadel in whatever manner they want. They 
can also hide their seal (as well as any captured seals) 
anywhere in the citadel. The number of traps and 
troops available to each player varies based on the level 
in question, and while it is possible to pile everything 
in one room, Dahlgren recommends against it. “There 
are ter’angreal that affect everything within a room,” 
he explains, “and this sort of strategy will also make the 
location of your seals blatantly obvious to your ene- 
mies.” Players will be able to save favorite citadel con- 
figurations and call them up when they join a game, 
thus shortening the amount of preparation time 
required to start the action. 

Currently the game is on track for an early fall 
release, and the demo looks fairly polished in terms of 
gameplay. The Wheel of Time may not be the next 
role-playing epic, but if the final version is as com- 
pelling as what the team had to show at E3, at least it 
will be fun. 


May be as big as one of jordan’s weighty tomes... 


Fall 1999 


1602 A.D. 

Genre: Strategy 

The Pitch: Released as Anno 1602AD 
in Europe, the game blends typical 
“build colony” type strategy with 
real-time battles, set across the 
backdrop of early New World 
exploration. The single-player 
game consists of seven campaigns 
and over 40 scenarios. The game 
will include an editor to let you 
build new words for either single or 
multiplayer modes. 

Picture: Civilization & Settlers 

& Conquer 

Release Date: Fall 1999 


Driver 

Genre: Smash ‘em Up Racing 

The Pitch: As undercover cop 
Tanner, players pose as a driver- 
for-hire in order to infiltrate a 
powerful crime ring spanning four 
of the nation’s largest cities—New 
York, Los Angeles, San Francisco 
and Miami. In other words, your 
job is to drive the getaway car, 
avoiding cops, through four real- 
world cities. Drive a mix of popular 
70's muscle cars, with allegedly 
realistic physics and damage mod- 
eling. From the fine folks who 
brought you the endlessly enjoy- 
able Destruction Derby games. 
Picture: Gone in 60 Seconds 3D 
Release Date: Fall 1999 


Imperium Galactica 2 

Genre: Space-y Strategy 

The Pitch: Players play one of 
three races—human, brutal, or 
political—in this futuristic strate- 
gy game. Design your own fleet, 
build and defend colonies, and 
use espionage to discover your 
enemies’ secrets. He who gets the 
four data crystals first wins! 
Picture: Bovines in space 

Release Date: Summer 1999 


Team Alligator 

Genre: Flight Simulation 

The Pitch: Team Apache developer 
Simis is producing a semi-sequel 
based on the Russian Ka-52 
Alligator. Players take on the role of 
a Russian pilot in both the Russo- 
Belarusin War and the Tajikistan 
Conflict. The emphasis will be on 
group formations and joint actions, 
giving the game a slightly different 
feel from other sims. 

Picture: Don’t shoot your wingman! 
Release Date: Fall 1999 


Unreal Mission Pack: 

Return to Na Pali 

Genre: 3D Action Add-on 

The Pitch: You’re picked up be a 
salvage ship, the UMS Bodega Bay, 
which is on a mission to recover 
weapons research logs from the 
ship Prometheus, which has crash 


Driver 


imperium Galactica 2 


landed on Na Pali. You have bu 
two choices; ‘volunteer’ to go 
down and retrieve the logs and be 
granted a full pardon, or return to 
being a prisoner for the rest of your 
days. Expect new weapons, new 
enemies and 20 new levels of gor- 
geous action. 

Picture: Working multiplayer 
Release Date: Summer 1999 


Unreal Tournament 

Genre: (Mostly) Online 3D Action 
The Pitch: Play one of five death- 
match variants against computer 
controlled opponents, or take your 


www.godgames.com 
is < 


Unreal Tournament 


skills online. The weapons have 
(finally) been tuned for maximum 
carnage, and allegedly the net- 
work code will make it playable on 
a 56K modem. 

Picture: A race to release before 
Quake Arena 

Release Date: Summer 1999 


HASBRO INTERACTIVE 


Clue Chronicles 

Genre: Adventure 

The Pitch: This is a classic 
adventure game in the familiar 
Clue setting. You ll encounter 


Pete: 


familiar elements from the board | 


game, including places in the 
mansion and characters like 
Colonel Mustard or Miss Scarlet. 
Using adventure-like techniques 
of exploration, character inter- 
action, and puzzle solving, 
you ll work to solve the mystery 
of “whodunit.” 

Picture: Colonel Mustard and Miss 
Scarlet, sitting in a tree... 

Release Date: Fall 1999 


Missile Command Classic 
Genre: Retro Action 
The Pitch: The Cold War classic rein- 


Team Alligator 


a > 


Monopoly il 


vented for attention-span deficient 
kids. The game now “explodes in 
3D,” which sounds painful. 

Picture: Where are the cheap 
knock-off versions? 

Release Date: Fall 1999 


Monopoly II 

Genre: Boardgame Fun 

The Pitch: Westwood Studios did the 
previous one, and this ups the eye 
candy and allows you to add your 
own town or neighborhood and get 
creative with the rules of the game. 
Picture: Monopoly: Skid Row Edition? 
Release Date: Fall 1999 
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Pong 

Genre: Retro Action 

The Pitch: Expect 20 levels of Pong- 
riffic action. 3D graphics, different 
paddles (hopefully licensed from 
major Pong vendors), power-ups, 
lens flare. Who could ask for more? 
Picture: They're joking, right? 
Release Date: Winter 1999 


Q*Bert 

Genre: Retro Action 

The Pitch: It’s the eternal existen- 
tial dilemma—you're faced with 
an endless series of blocks, so you 
must convert them before the 
man tramples you down. Just like 
real life. 

Picture: No, seriously, they’re jok- 
ing, right? 

Release Date: Winter 1999 


Scrabble 

Genre: Boardgame Fun 

The Pitch: Break out your dictionary 
for words with Q, X and Z and 
Hasbro dusts off this mighty fran- 
chise for another digital run. 
Picture: It’s quaxzoriffic! (Triple 
word score!) 

Release Date: Fall 1999 


SENG) 


The Next Tetris 

Genre: Retro Action 

The Pitch: If Pong can make a 
comeback, why not Tetris? In addi- 
tion to a “Classic” version, there 
will be cascades, time trials, and a 
multiplayer ranking system. 
Picture: Ch-ching 

Release Date: Fall 1999 


Trivial Pursuit—Millennium Edition 
Genre: Boardgame Fun 

The Pitch: Containing “a millenni- 
um’s worth of general-knowledge 
trivia,” this latest in the long line of 
accumulated-knowledge-of-the- 
world games will sport three varia- 
tions on the well-known theme: 
Classic Pursuit, Party Pursuit and 
Point Pursuit. 

Picture: At midnight on Dec. 31, it 
formats your hard drive (a joke!) 
Release Date: Fall 1999 


Flash Point 

Genre: Army Action 

The Pitch: At press time, Interactive 
Magic announced that they've sold 
their games to UbiSoft, so the sta- 


fatevtaces 
= ter Took. 


tus of any and all of these titles is 
in question. As for Flash Point, you 
start the game as just an infantry- 
man trying to survive on a hostile 
battlefield where even tanks find 
the going tough. As you work 
through the missions you start to 
get access to real-world vehicles 
from both sides: BMP-1 Infantry 
Fighting Vehicles, A-10 attack 
planes, M60A3 and T-72 tanks, and 
even jeeps and trucks. Eventually 
you get to command other forces. 
Picture: Wargasm on Ritalin 
Release Date: Summer 1999 


Monopolization 

Genre: Business Strategy 

The Pitch: In essence a sequel to the 
highly regarded Entrepreneur, play- 
ers build a product and try to sell it 
to enough of the territories on the 
map to beat out their competitors. 
Picture: Entreprapitalism 

Release Date: Fall 1999 


Red Fury 

Genre: Liquid Action 

The Pitch: Pilot hydrocrafts on 
the mighty waters (?) of Mars 
and blow each other up in this 


spots 


ppl 


multiplayer game. It’s fully 
buzzword compliant, sporting 
impressive water effects, specu- 
lar highlighting, volumetric 
lighting, real-time progressive 
mesh line of distance, particle 
sprays and bump mapping. 
Picture: Rub a dub dub 

Release Date: 2000 


Road to Moscow 

Genre: Wargame 

The Pitch: You're the overall com- 
manding officer of either the Axis 
or the Soviet forces during the 
German invasion of Russia in WWII. 
You don't manipulate individual 
units; instead, you develop strate- 
gic operations, with primary and 
secondary objectives, selecting 
which forces will participate, then 
send them into action. 

Picture: Rayman in WWII! 

Release Date: Fall 1999 


Seven Kingdoms II 

Genre: Real-time Strategy 

The Pitch: Take charge of a quasi- 
historical kingdoms and try to con- 
quer the world. New to the sequel 
will be the ability to play as mon- 
sters (Frythans!) and employ pow- 
erful and distinctive heroes. Also, a 
random campaign generator is 
being included, as are four addi- 
tional cultures (Carthagenian, 
Roman, Indian and Celtic) and 
expanded espionage capabilities. 
Picture: Released around the same 
time as Age of Empires I! or Total 
Annihilation Kingdoms, it gets 
buried again... 

Release Date: Summer 1999 


Shadow Company 

Genre: Real-time Strategy 

The Pitch: You're a mercenary-for- 
hire and you take on a bunch of 
missions killing many people along 
the way. Throw in some minor role- 
| playing elements, lots of pre-mis- 
sion planning, and some sharp 3D 
graphics and you have an interest- 
ing-looking game. 

Picture: Jagged Commandos Alliance 
Release Date: Summer 1999 


Wall Street Tycoon 

Genre: Business Strategy 

The Pitch: You play the market, 
pure and simple. Historical Missions 
cover various periods throughout 
the history of securities trading, 
Simulated Missions are randomly 
generated and Internet Missions 
use real-world data. 

Picture: A game for accountants 
Release Date: Fall 1999 
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Genre: Racing 
The Pitch: The LeMans course has 


Monopolization 


Sear 


’ tee 


Shock Force 


been modeled in 3D, which they 
claim comes within one inch of 
actual course specifications. 
Retrogressive and collision damage 
simulate the wear and tear that 
occurs over the 24 hour race. 
Picture: Some guy who'll run the full 
24 hour—without bathroom breaks 
Release Date: Summer 1999 


Mission: Impossible 

Genre: 3D Action 

The Pitch: First appearing on the 
Nintendo 64, it now has a CD quali- 
ty soundtrack, new levels, new 
menu design and sampled speech. 


Developed by 
Delphine 
Software Inc. 


Outcast 


Players once again take on the role 
of Ethan Hunt and utilize classic 
Impossible Mission Force (IMF) 
weaponry and gadgets throughout 
the adventures, which place an 
emphasis on strategy and cunning, 
rather than violent rampages. 
Picture: Sales: Unlikely 

Release Date: Fall 1999 


Outcast 

Genre: Voxelly Action Adventure 
The Pitch: Sporting a fancy 3D 
engine that combines polygon 
characters and beautiful voxel 
landscapes, this game takes play- 


-Simultaneous 
control of 2 
characters 


Generator 


playability 


*Manual camera 
eeyaline) rll (onic 


degrees and 
¢ 
zoom in and out 


*100 different 
enemies based 
on 30 different 
characters 


32 spells 


*Supports multi 
player mode 


*Fully -D characters 
and environment 


‘Random Quest 


ensures Maximum 


you to rotate 300 


*22 weapons and 


ers to an alien world where they 
play the role of Cutter, an ex-Navy 
Seal who must find the rest of your 
missing exploration team and get 
back home. The most interesting 
feature in the game is a sort of 
“virtual world” where the inhabi- 
tants go about their daily sched- 
ules and live their lives all around 
you, independent of your actions. 
The aliens react to the reputation 
you earn by the actions you take. 
Picture: Screams for 3D accelera- 
tion drowning out praise for inno- 
vative gameplay 

Release Date: Summer 1999 


F/A-18E Super Hornet 


INTERACTIVE MAGIC 


Shock Force 

Genre: Online Action 

The Pitch: You and up to 63 other 
players battle each other from 
inside armored hovertanks. You 
split into two sides, and needs to 
work together to try to take control 
of the other side’s bases. You can 
also drop a variety of other units on 
the battlefield, including energy 
units, repair stations, gun emplace- 
ments and more. 

Picture: Kill your friends for fun 
Release Date: Summer 1999 
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Descent: Freespace 2 

Genre: Space Simulation 

The Pitch: Set 32 years after the 
previous game, this action-heavy 
spaceflight sim will re-acquaint 
previous players with their old 
nemeses, the Shivans. With new 
ships to pilot and nebulas to hide 
in, individuals and groups alike 
will dogfight through the uncon- 
strained vastness of space. And for 
those who have always wished to 
fight a desperate battle against 
incredible odds, the largest of the 
new destroyers dwarfs the previous 
game’s top juggernaut by nearly a 
factor of ten. Hope you haven't 
spent too much time planning 
your retirement.... 

Picture: Lots of stuff to blow up 
Release Date: Winter 1999 


F/A-18E Super Hornet 

Genre: Flight Simulation 

The Pitch: From Digital Integration 
comes the second F/A-18 game of 
the year. The combat zones include 
the Barents Sea and Indian Ocean, 
and the game will support 32 play- 
ers in multiplayer. 

Picture: The F/A~-18 is this year's F-22 
Release Date: Fall 1999 


Giants: Citizen Kabuto 

Genre: Wacky 3D Action 

The Pitch: In most games, scale is 
not really an issue. Either you play 
a human-sized lifeform fighting 
other human-sized lifeforms, a 
titan fighting other titans or a 
picayune David with a serious 
Goliath problem. In this game, the 
developers at Planet Moon plan a 
world where scale is more than just 
the issue—it’s one-third of the fun. 
Three very different races will vie 
for control of a single planet, and 
as one of these races is ten times 
the size of the others and com- 
posed of a only a single individual, 
you can imagine how interesting 
the multiplayer matches should be. 
Picture: Size does matter 

Release Date: Fall 1999 


Kingpin: Life of Crime 

Genre: 3D Motherf#@%ing Action 
The Pitch: Not shown on the floor to 
avoid the mainstream press literally 
looking for blood in the wake of 
the tragedy in Littleton, Colorado, 
this is what you get when you mix 
Quake // with hip-hop music and a 
lot of swearing. It’s trying a bit too 
hard to be gangsta, and it plays 
out a bit like a suburban fantasy of 
how cool it would be to be a thug, 
but the gameplay of the demo is 
solid enough to make it worth 
keeping an eye out for. Should 
prove popular with the teenage set, 
unfortunately. 


Picture: Government hearings 
Release Date: Fall 1999 


Klingon Academy 

Genre: Mean-tempered Space 
Simulation 

The Pitch: The Klingons—they’re 
tough, gruff, guttural and aggres- 
sive. What better reasons to want 
to play one? Players will take on 
the role of a new recruit at General 
Chang's Elite Command Academy, 
training diligently to someday take 
on the hated Federation of Planets. 
Of course, they'll first have to learn 
how to pilot all of the Empire's 
(extremely cool) warships, in an 
extensive 3D action/sim campaign 
which will comprise some 30 mis- 
sions. Only the best will survive—as 
it should be. 

Picture: Aaarrrggghhh 

Release Date: Fall 1999 


MDK 2 

Genre: Wacky 3D Action 

The Pitch: The original could only 
be described as “twisted and vio- 
lent, but in a fun kind of way,” and 
the sequel, developed by BioWare 
(of Baldur’s Gate fame) should add 
the phrase “only more so.” Players 


| 


' return to this strange world and its 
| even stranger inhabitants. The 

' game will allow players to control 
Kurt (the protagonist from the first 
game), Max and Dr. Hawkins in an 
effort to fend off alien attack. Each 
character has a unique set of pow- 
ers and weapons. Kurt focuses 
mainly on stealth, using sniper 
mode and a powerful ribbon chute. 
Dr. Hawkins has the ability to create 
| new items. And Max the dog? Well, 
| he simply loves a devastatin 

' frontal assault. . 

| Picture: Every dog has it’s 3D accel- 
erated day 


Release Date: 2000 


Messiah 

Genre: 3D Holy Action 

The Pitch: Outlandish 3D characters, 
adult humor and themes suitable 

' only for the Manson family will 
take center stage as players take on 
the role of Bob, who has been sent 
down to Earth in an attempt to pre- 
vent the Apocalypse. Stripped of 

| his heavenly powers and immortal- 
ity, Bob's sole remaining trump 
card is the ability to possess any 
human he can catch. Since humans 
are far more adept and suited for 


violent action than fat, winged 
babies, this works out well in his 
search for the seven seals. 
Picture: Maybe if they spent less 
time hyping this game, it would 
actually be done 

Release Date: Fall 1999 


Planescape: Torment 

Genre: Role-playing 

The Pitch: The evil twin for Ba/dur’s 
Gate. Althoug h the two titles may 
seem similar on the surface, partic- 
ularly as both utilize the isometric 
Infinity engine developed by 
BioWare, this new baby has a far 
darker streak. Of all the ADED 
worlds, Planescape is one of the 
harshest, and both the storyline 
and art style will reflect that. So if 
you enjoy a bit of grit in your 
games, this tale of immortality and 
perpetual loss should appeal. 
Picture: Eternal pain, only fun 
Release Date: Fall 1999 


Star Trek: New Worlds 

Genre: Real-time Strategy 

The Pitch: Have you ever wondered 
why they call it the “Neutral Zone,” 
when it always seems to be under 
some kind of contention? We have, 
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this game doesn't intend to answer 
that question. Instead, it plans to 
add more fuel to the interspecies 
fire, as a new system of resource- 
rich worlds has suddenly appeared 
in the heart of the Neutral Zone. 
(Why? Clumsy damn Romulans, 
that’s why.) Now all three domi- 
nant local races are laying claim to 
the planetary foundlings, and 
players will have to take on the 
role of a human, Klingon, or 
Romulan commander and attempt 
to colonize (or conquer) before 
their rivals can. 

Picture: TrekCraft 

Release Date: Winter 1999 


Star Trek: Starfleet Command 
Genre: Strategy 

The Pitch: Fans of the old Starfleet 
Battles tactical boardgame are 
probably salivating at the thought 
of playing a modern, computer 
version of their archaic favorite. 
That venerable offline time-killer 
was a versatile and well-crafted 
system which attracted a core of 
extremely rabid players. This game 
promises the same sense of capital 
ship combat in the Star Trek uni- 
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verse, only with shiny 3D graphics 
and way less backing up because 
somebody forgot to do something 
during their turn. 

Picture: Trekkies waiting in 

lines weeks before this game's 
release date 

Release Date: Fall 1999 


A-10 Warthog 

Genre: Flight Simulation 

The Pitch: A generally simple plane 
(compared to more modern fight- 
ers) means that Warthog will be 
somewhat less daunting than some 
of Jane’s other hard-core sims. This 
doesn’t mean that the game will be 
dumbed down; rather, that there 
just isn’t as much stuff in an A-10's 
cockpit and controls to confuse 
you. The game will ship with two 
types of campaigns, one that 
ramps up in difficulty and one that 
starts out hardcore. 

Picture: The Warthog of your 
dreams... 

Release Date: Fall 1999 


F/A-18 

Genre: Flight Simulation 

The Pitch: Produced by the same 
Baltimore, Maryland-based studio 
that brought us Jane's F-75, the 
game will feature carrier opera- 
tions, will come with the detailed 
avionics that are a hallmark of 
many Jane's titles and will have an 
all-new terrain engine (no more of 
F-15’s morphing hills). 

Picture: Many failed carrier 
landings 

Release Date: Winter 1999 


USAF 

Genre: Flight Simulation 

The Pitch: Developed by the team 
responsible for /sraeli Air Force, this 
game will let you fly eight jets 
from the last 35 years: the F-105, F- 
4E, F-15C/E, F-117, F-16, A-10, and 
F-22. You'll fly and fight in a vari- 
ety of locales and eras; for those 
with a historical bent, go down- 
town over Vietnam or Iraq; other 
locales will allow you to zip down 
the Grand Canyon in the present 
day U.S., or return to Europe for a 
hypothetical, “semi-dynamic” 
campaign over Germany. In all, 


| 
| 
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the game will feature some 62 dif- 
ferent missions. 

Picture: “America, America...” 
Release Date: Fall 1999 


Black & White 
Genre: Strategy Sorta Thing 

The Pitch: This game is set in Eden, 
a peaceful and idyllic world popu- 
lated by tribes based on real world 
cultures. Aztecs, Japanese, 
Tibetans, Greeks, Zulus, and others 
live in peaceful coexistence... until 
the player arrives. A member of a 
race of world-traveling sorcerers, 
the player steps into this perfect 
world and begins to meddle. From 
a citadel located in a remote corner 
of the gameworld, the player 
watches the Edeans as they go 
about their daily lives, oblivious to 
the fact that they are merely pawns 
in a larger magical conflict. Other 
sorcerers have also discovered 
Eden, and seek to impose their own 
beliefs on its inhabitants. The play- 
er derives power from the worship 
of the Edeans, and each tribe 
grants spells of a different nature. 
Magic will run the gamut from 
good to evil, but it is up to the 
player to determine what magic to 
use and how to use it. 

Picture: Those graphics are real— 
real good, that is. 

Release Date: 1999 


Flight Combat: 

Thunder Over Europe 

Genre: Flight Simulation 

The Pitch: Flight Unlimited goes to 
WWII. The game will ship with 16 
different flyable types planes, and 
some of these will be further subdi- 
vided into different variants, mak- 
ing for a total of 24 flyable craft 
(six non-flyable craft are included 
as well). The types of planes are 
varied as well, from prop-fighters 
like the Mustang, Spitfire, and Bf- 
109, ground-pounders like the P- 
47, bombers like the B-24, B-17, 
and Ju-88, and a few exotics like 
the Me-163 and Me-262. Fans of the 
big bombers will be happy to hear 
that they'll be able to be gunners 
on the multi-stationed craft. The 
game will come with two cam- 
paigns: the Battle of Britain and the 
aerial assault on Germany. 

Picture: Saving the best for last? 
Release Date: Winter 1999 


Flight Unlimited III 

Genre: Flight Simulation 

The Pitch: This third game in the 
well-known civilian flight sim series 
heads into enemy territory: Seattle, 
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home of Microsoft, makers of its 


Release Date: Summer 1999 


System Shock 2 

Genre: 3D Action Role-playing 
The Pitch: Everyone who actually 
played it loved the original, and 


Wn. Tamas 


Ny 
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main competitor Flight Simulator. 
Picture: Hope they model rain well 


it's finally getting a sequel. Run 
around 3D environments killing 
things, building up your character 
with enhancements as you take on 
SHODAN, the mad computer, in this 
game powered by the technology 
previously developed for Thief. 
Picture: Big sales (finally) 

Release Date: Summer 1999 
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Indiana Jones and the 

Infernal Machine 

Genre: Third-person 3D Action 
Adventure 

The Pitch: Not to be outdone by his 
more famous movie brethren, 
Indiana Jones will also be getting a 
new game, this one set in the very 


you build the Sims houses. Inside a house you'll conta 
the Sims who are members of that household, but other 
Sims may visit and interact with those Sims under your — 
control. If a Sim chooses to join a household (say, 
through marriage), that Sim will then come under your 
control. Save games will automatically createa web 
page for your households; you can post these pages ior 
others to view and even allow them to download your 
houses. If you’re really fanatical, you can import Sim 
skins, and put yourself into the game (or anything 
else—at the show there were some Quake skin Sims—my, | 
Martha, have you seen the new neighbors?). 
The game will touch on all aspects of life, although _ 
some will be rather, err, abstracted—Sims showering or 
climbing into a hot tub in the nude were fuzzed out in 
the demo, and the most risque thing shown was a — | 
rather heated kiss between a husband and wife. Sims 
will have children, however, so you’ll be able to create 
a whole Sim family. A big part of the game will be giv- 
ing them a place to live (the original SimHouse idea 
shows through): you’ll get to design rooms, put in — 
lighting, furnishings, and windows, and generally have 
fun with SimArchitecture. The only question yet unan- _ 
swered is will you be able to build a SimTreehouse? — 

: A bunch of game geeks trying—and failing—to _ 
ick up a woman in the game. It was as danced: 
funny (and pathetic) as it sounds _ 

Winter 1999 
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early stages of the Cold War. Run, 
jump, swing across chasms, whip 
people and kill Nazis. He hates 
those guys, remember? 

Picture: Move over Lara, Indy’s here 
Release Date: Winter 1999 


Star Wars Episode |: Obi Wan 
Genre: 3D Action 

The Pitch: Kick some major Jedi 
butt as the younger, more Ewan 
McGregor-ish Obi Wan in this 
first/third-person action game. A 
new engine is promised, though it 
looks eerily similar to the technolo- 
gy used in Jedi Knight. Some of the 
environments shown included a 
Tattoine-like desert world, areas of 
Coruscant and the palace in Naboo. 
Expect lots of force powers and 
lightsaber battles too... 

Picture: The game you really want- 
ed on May 19th 

Release Date: 2000 


Star Wars Force Commander 
Genre: Real-time Strategy 

The Pitch: This “classc” Star Wars 
game will take place on terrain 
familiar (Tatooine, Yavin 4, and the 
battle on Hoth) and new (the 
plains of Corellia, a computer com- 
plex on Ruul and the polar ice cap 
of the Imperial city-planet 
Coruscant). You'll play either a 
Rebel leader or an Imperial com- 
mander as you work through the 
story line, and you'll experience 
missions familiar to any RTS gamer: 
build & destroy, target a single 
objective, or take a defensive 
stance. You'll requisition new units 
and order them into battle where 
they'll gain experience. The game 
contains some 50 characters, units, 
and buildings, down from the 
original 100 planned for the title. 
Picture: ForceCraft 

Release Date: Fall 1999 


SimMars 

Genre: Spaced-out Strategy 

The Pitch: This game involves the 
exploration, colonization, and 
(possibly) the terraforming of the 
Red Planet. While building a colony 
will be part of the game, don't 
expect it to be anything like city 
creation on Earth. First you'll have 
to explore Mars, using tools as 
humble as little robot rovers and as 
advanced as manned missions. 
Then, chose your site (each will 
have advantages and disadvan- 
tages) and struggle to get a viable 
colony going, worrying along the 
way about very basic things like 
oxygen and water. From there, 
well, we'll see—the Martian sky is 
the limit! 

Picture: SimOutpostCity 

Release Date: 2000 
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Genre: Strategy 
The Pitch: This somewhat abstract 
game is set in the early days of the 
20th Century. It’s the days just 
before World War I, when countries 
jockeyed for position on the world 
stage, and everyone wanted to 
come out on top. War breaks out, 
and it’s every country for itself. 
You'll take on one of seven pre- 
WW | countries: Austria, Hungary, 
England, France, Germany, Italy, 
Russia, or Turkey. Yes, there is 
abstract combat, but the diploma- 
cy of the game’s title is the key to 
gameplay; as Hasbro says, ‘Trust, 
betrayal, faith, and treachery rule 
the day.” 

Picture: If they can pull it off... 
Release Date: Fall 1999 


B-17 Flying Fortress 

Genre: Flight Simulation 

The Pitch: While the game will let 
you fly escort or intercept fighters, 
the focus is on simulating all (or 


most) aspects of the B-17 Flying 
Fortress. You can act as pilot, navi- 


| 


gator, bomber, engineer (?!), or 
gunner; indeed, MicroProse says 
that “each of the 10 crew members’ 
roles must be mastered.” The game 
will also support single or multi- 
player action. 

Picture: Bombs away! 

Release Date: Fall 1999 


GP500 

Genre: Racing 

The Pitch: An officially licensed 
FIM racing title, it features tracks, 
riders, and motorcycles based on 
the actual GP500 racing season. 
You'll ride against up to 24 oppo- 
nents, playing the circuit and 
working your way towards a 
championship. As expected, you 
can play against the Al or humans 
via multiplayer modes. 

Picture: Kickstart your engines... 
Release Date: Fall 1999 


Gunship III 

Genre: Flight Simulation 

The Pitch: We got our first look at 
this sequel to the grand-daddy of 
all helicopter simulations last year. 


Back then it was based on the M1 
Tank Platoon II engine, and was to 


| 


interface with its ground-based 
predecessor. Apparently, though, 
the engine was getting a bit long 
in the tooth, and MicroProse 
scrapped it (or much of it) and has 
restarted the project based ona 
new engine. 

Picture: Guns a blazin’ 

Release Date: 2000 


Majesty 

Genre: Strategy 

The Pitch: Formerly scheduled for 
release with Ripcord Games, this 
game puts you in charge of 
Ardania. You hire heroes that you'll 
send out on quests, charging them 
to retrieve this or vanquish that. 
Unlike other games, you don’t con- 
trol these heroes—they’re true 
employees, with minds of their 
own, and they’re not likely to do 
your bidding just because you’re a 
nice person. To influence your 
heroes, you've got to build up a 
kingdom, and how it chooses to 
develop with affect the types of 
heroes you attract. 

Picture: SimHeroes of Might 

and Majesty 

Release Date: 2000 


M1 Tank Platoon II 

Genre: Tank Simulation 

The Pitch: MicroProse has said 
almost nothing about this game 
other than to acknowledge, unoffi- 
cially, that it’s under development 
and that it will work with the new 
Gunship game. 

Picture: Tanks a-plenty 

Release Date: 2000 


Sid Meier's Civilization III 
Genre: Legendary Strategy 
The Pitch: It was surprising to find 
that Firaxis, the company founded 
by former MicroProse designers Sid 
Meier, Brian Reynolds and Jeff 
Briggs, was back working with their 
former company. What wasn’t sur- 
prising is the game they 
announced they were working on— 
the third game in the legendary 
Civilization franchise. Designed by 
Reynolds, who created Civilization 
lland Alpha Centauri, all they'll say 
about it at this point is that they'll 
be “fleshing out” the concepts of 
the first two games. In other news, 
would you be interested in playing 
a game of Civilization I/] where you 
took off for Alpha Centauri and 
started playing A/pha Centauri? 
And once you reached transcen- 
dence you'd move on to... well, 
that game's something of a mys- 
tery, though the legendary Meier 
himself is working on this game. 
This game/concept, dubbed “The 
Sweep of Time Trilogy” will link 
the legendary games into one 
giant strategy epic. Oh dear. 
Picture: Many hours wasted 
away... again 
Release Date: 2000 


X-COM Alliance 

Genre: 3D Action 

The Pitch: This squad-based game 
puts you in the shoes of an X-COM 
team as you take on those oh-so- 
wacky aliens. While the individual 
levels won't be randomized, 
expect some of the X-COM-style 
research to creep its way into the 
design... 

Picture: 3D sectoids... 

Release Date: 2000 


Age of Empires II 

Genre: Real-time Strategy 

The Pitch: The original put 
Microsoft on the RTS map with an 
addictive blend of well-tuned 
gameplay and incredible anima- 
tion. Now Ensemble Studios is try- 
ing to one-up themselves, offer- 
ing more of everything players 
liked the first time around. 
Gameplay spans from the fall of 
Rome through the Middle Ages. 
Picture: Ch-ching 

Release Date: Fall 1999 
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Allegiance 

Genre: Online Space Simulation 
The Pitch: This space combat game 
will support up to 350 simultane- 
ous players, who can take on the 
role of a pilot, gunner or comman- 
der in one of 30 different ships. 
There is a simple deathmatch 
mode, but the real pull of the game 
is in the cooperative mode. Players 
form squads or teams and work 
with each other to gain team 
income, allowing them to buy 
some 40 pieces of special equip- 
ment, 22 weapons, and 10 missile 
types. An emphasis is placed on 
social interaction, where players 
can vote on how resources are 
spent and research is shared. A 
player's identity and accomplish- 
ments live are persistent in the 
world, allowing for famed heroes 
and notorious villains. 

Picture: Could be huge if it works... 
Release Date: Winter 1999 


Asheron’s Call 

Genre: Online Role-playing 

The Pitch: Developed by Turbine 
Entertainment Software, this game 
plans to take on the likes of 
Everquest and Ultima Online in the 


battle of the pay-for-play RPGs. 
While graphically it’s not particu- 
larly impressive, there are some 
interesting features, such as an 
innovative spell system where 
potency is determined by use, i.e. 
if you invent a spell, it'll be a killer 
until everyone else uses it. Sorta 
like pop music. 

Picture: Are there enough people to 
support three major online RPGs? 
Release Date: Summer 1999 


Conquest: Frontier Wars 

Genre: Real-time Strategy 

The Pitch: This real-time strategy 
game features big, gorgeous fleets 
going at it in 3D space (strategy 
games are finally getting away from 
the “space is flat” myth). It’s slipped 
into 2000, probably to beef up the 


visuals to Homeworld-level goodness. 


Picture: A later release means it 
won t disappear in Homeworla's 
wake, assuming that game's as big 
as people seem to think it is 
Release Date: 2000 


Flight Simulator 2000 
Genre: Flight Simulation 


The Pitch: The latest version of this 
staggeringly popular game comes 


with more, more, more. Planes, air- 
ports, etc. New and better graphics, 
Internet support, the list is endless... 
Picture: Ch-ching 

Release Date: Fall 1999 


Freelancer 

Genre: Space Simulation 

The Pitch: If games were judged 
solely on their graphic design—not 
their actual graphics, but their 
development of a consistent design 
aesthetic—this could be the best 
game ever created. Headed up by 
Mr. Wing Commander himself Chris 
Roberts, this Privateer-style trading 
and fighting space game looks 
incredible. An innovative space 
combat system is controlled with 
the mouse rather than a joystick, 
freeing you from piloting the actu- 
al ship and allowing you to focus 
on tactics, like targeting specific 
spots on enemy ships. A detailed 
gameworld with few scripted mis- 
sions allows for open-ended play. 
Picture: What Privateer 3 might 
have been 

Release Date: 2000 


Links 2000 
Genre: Colf 


The Pitch: With Microsoft owning 
Access, they’re now in control of the 
world’s premier golf game. The lat- 
est version includes five new cours- 
es, anew one-click swing method, 
four new golfers, eight player on- 
line support, five new modes of 
play (including Fuzzy Zoeller’s Wolf 
Challenge), commentary from CBS 
golf analyst David Flaherty, anda 
new SkyScape option (for a greater 
variety of sky scenes). 

Picture: Greens with envy 

Release Date: Fall 1999 


Loose Cannon 

Genre: Vehicular Manslaughter 
The Pitch: This game mixes 
America’s two favorite pastimes— 
driving and shooting stuff. You 
control a bounty hunter named 
Ashe who's in pursuit of Bishop, 
the leader of a criminal syndicate. 
You take on missions and decide 
whether or not to head out on foot 
or in one of the game's 15 cus- 
tomizable vehicles. The mission 
types include reconnaissance, 
hostage rescue, transportation, 
and assassination. 

Picture: Road rage is all the rage 
Release Date: 2000 


NBA Inside Drive 2000 

Genre: Basketball 

The Pitch: This game focuses on 
bright lights and fast, easy to learn 
gameplay. Each player's face has 
been slapped on their virtual body, 
providing a realistic, if not creepy, 
look. The game will ship with all 29 
NBA teams and their respective 
home floors. 

Picture: Tim Duncan is the best 
player in the NBA 

Release Date: Fall 1999 


NFL Fever 2000 

Genre: Football| 

The Pitch: Sporting strong 
Madden-like visuals, the game will 
ship with all 31 NFL teams and sta- 
diums, including the new look of 
the Tennessee Titans and the resur- 
rected Cleveland Browns. Microsoft 
is stressing the fact that the game 
is a fast-paced and easy to play. 
Picture: A legitimate Madden 
competitor 

Release Date: Fall 1999 


Starlancer 

Genre: Space Simulation 

The Pitch: Mixing WWII-style com- 
bat with a sci-fi setting, this game 
features a story where countries 
from around the world (Earth, that 
is), including the United States, 
China, Russia, and Creat Britain, 
are battling for territory on Earth, 
Mars, and other planets through- 
out the solar system. You're part 
of the 45th Volunteers squadron, 
and it’s up to you to prove your- 
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self by blowing up the bad guys, 
securing territories, yadda yadda 
yadda. There's also a non-linear 
mission structure, customizable 
ships and sharp graphics. 

Picture: WW// Commander 
Release Date: Winter 1999 
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IVETING 

Babyz 

Genre: Baby Simulation 

The Pitch: In this strange, uh, 
thing, you “adopt” a virtual baby. 
They will grow, getting teeth and 
hair as they get older. They’ll 
learn to play with toys, speak and 
walk. The, uh, game will include a 
Virtual Play House replete with 
interesting places for baby to 
play, eat, and date musicians. 
Picture: Virtual diaper changes 
Release Date: Winter 1999 


Creatures 3 

Genre: Creature Simulation 

The Pitch: There’s a new spaceship 
setting, five different worlds for 
your Norns to explore, smarter and 
more interactive creatures and nas- 
tier enemies. 


Picture: Stop them before they kill 
Release Date: Fall 1999 


No One Lives Forever 

Genre: 3D Action 

The Pitch: You're a 60’s style spy in 
this stealth-y, Thief-y, Bond-y, 
GoldenEye-y action game. Expect 
lots of cool gadgets and loads of 
Austin Powers-esque humor. 
Picture: The latest “GoldenEye for 
your PC” 

Release Date: 2000 


Odium 


Genre: Role-playing Strategy 

The Pitch: “You've got your Fa/lout in 
my X-COM! You've got your X-COM 
in my Fa//out! Could these be two 
great tastes that taste great togeth- 
er? This Lovecraftian game of Cold 
War intrigue features tactical com- 
bat, lots of stats and good graphics. 
Picture: What’s up with that name? 
Too close to “odious” for our tastes... 
Release Date: Summer 1999 


Sanity 
Genre: Third-person 3D Action 


The Pitch: The LithTech engine 
made its debut in Monolith’s 
Shogo, and it will show off its flexi- 
bility with this Diablo-like overhead 
third-person perspective game. 
You control this guy who runs 
through 3D environments killing all 
sorts of crazy things yadda yadda 
yadda. Looks pretty, that’s for sure. 
Picture: Insane in the membrane... 
Release Date: Fall 1999 


Septerra Core 

Genre: Role-playing 

The Pitch: You are an inhabitant of 
the planet Septerra, a layered 
environment where concentric 
World Shells create seven unique 
ecosystems, and Bioengineering 
has ushered in a revolution of 
societal changes. Intrigued? If you 
like Japanese-styled RPGs, you 
should be. 

Picture: Lots of people with big 
eyes and blue hair 

Release Date: Summer 1999 


Armored Fist 3 


Genre: Tank Simulation 


The Pitch: NovaLogic’s tank sim 
gets its third time in the barrel, this 
time with the latest generation 
Voxel Space engine and even more 
stuff to shoot at. 

Picture: Tanks for da voxels [wow, 
that’s bad—ed] 

Release Date: Fall 1999 


Comanche 4 

Genre: Flight Simulation 

The Pitch: A return to the original 
game's fun factor is promised with 
this latest iteration in the success- 
ful chopper sim series. It’s still 
Voxels, but they look better than 
ever, and the emphasis is once 
again on flying fast and blowing 
stuff up good. 

Picture: Lots of oil tanks to blow up 
Release Date: Fall 1999 


Delta Force 2 

Genre: 3D Action 

The Pitch: This version will feature 

an improved Voxel Space terrain 

engine supporting such tactical 

features as knee-high grass and 

more and better trees. While noth- 

ing is certain yet, there’s at least the 

possibility that objects like build- 
ings, weapons, and players could 
get the 3D accelerator treatment. 
Other enhancements include more 
dynamic single-player missions, 
better weapon balance in multi- 
player games, co-op multiplayer, 
voice over data for NovaWorld 
games, and the usual host of new 
weapons and toys to play with. 
Picture: Praise for solid game- 
play drowning out cries for 3D 
acceleration 
Release Date: Fall 1999 


Maximum Overkill 

Genre: 3D Action 

The Pitch: The name of the game is 
“somewhat realistic future combat,” 
and in concept it sounds a bit like 
DID’s Wargasm. The action takes 
place in a near-future environment, 
and players will be allowed to con- 
trol various air and land combat 
vehicles (10 in all) as they try to 
blow each other up. The game will 
include 40 single-player missions 
and support up to 32 players via 
their NovaWorld online service. 
Picture: Voxe/Gasm 

Release Date: 2000 


Tachyon: The Fringe 

Genre: Space Simulation 

The Pitch: A space shooter in the 
Wing Commander vein, with 
traces of Privateer thrown in for 
good measure, it has a good sense 
of scale with huge ships and sta- 
tions as counterpoints to the play- 
er’s dinky fighter craft and a 
streamlined control and interface 
system. As a mercenary, you 
choose your side and fight out a 
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war between two competing orga- 
nizations. Along the way you'll 
need to earn money to upgrade 
your ship, in traditional space 
game fashion. 

Picture: Voxe/ Commander (OK, it 
doesn't have voxels, but that 
sounds like a cool name, right?) 
Release Date: Fall 1999 


Wolfpack II 

Genre: Submarine Simulation 

The Pitch: Not much is known 
about this title, which is still a ways 
away. It’s a return to one of their 
original games, WWII sub sim, but 
with all the modern technical and 
graphics treatments applied. 
Picture: Voxels of the Deep (see 
Tachyon disclaimer) 

Release Date: 2000 


STAY 


Ultima Ascension 

Genre: Role-playing 

The Pitch: This gorgeous-looking 
3D re-invention of the series has 
been criticized for what fans were 
claiming an abandonment of its 
classic style of gameplay. While 
perhaps short on stats, this is no 


Avatar Raider. Jumping exists, but 
you double click on a spot and he 
jumps. One of the hallmarks of the 
series is its attention to detail, and 
this is certainly carried through. 
Clocks in the gameworld keep time, 
day and night cycle by, the sun is 
visible in its track through the sky, 
all objects cast shadows depending 
on the sun's current position, the 
phases of the moons are apparent, 
and a massive global weather sys- 
tem travels across the map, caus- 
ing sight-limiting storms. 

Picture: Yes, you can bake bread 
Release Date: Fall 1999 


Drakan: Order of the Flame 

Genre: 3D Action Adventure 

The Pitch: Psygnosis will be giving 
all of us the chance to bond with 
our dragon brothers and sisters in 
this third-person 3D-action/adven- 
ture game that features, well, 
dragons. Travel with Rynn and her 
scaly pet as they progress through 
beautiful levels flying, killing, the 
usual stuff. 

Picture: Dragon Raider(s) of Pern 
Release Date: Summer 1999 


Expert Pool 

Genre: Pool 

The Pitch: Choose from any 22 dif- 
ferent opponents with up to 176 
configurations, each with separate 
skills. Then play pool with them. 
Wow. 13 halls, 3D graphics, Internet 
play, etc. 

Picture: Pool games need more 
bump mapping 

Release Date: Summer 1999 


Hired Guns 

Genre; 3D Action 

The Pitch: The original was an 
Amiga title that divided the screen 
into the separate perspectives of 
four characters, combining ele- 
ments of action, role-playing and 
adventure games. Psygnosis is 
revisiting this hybrid with a remake 
that utilizes the Unreal engine. A 
control panel allows you to send 
commands to the rest of your team, 
such as lead, follow, rally, cover 
and various options for formations. 
Picture: Four separate windows 
running Unreal 

Release Date: Fall 1999 


Metal Fatigue 
Genre: Real-time Strategy 


The Pitch: Take giant modular 
robots (Mecha-style), drop them 
in multiple environments, model 
them in 3D and voila—insta 
game. You know the drill—build 
a base, create units, send them 
to enemy, die, repeat until 
slightly crispy. 

Picture: Real-time strategy fatigue 
Release Date: Fall 1999 


Nations: WWII Fighter Command 
Genre: Flight Simulation 

The Pitch: Does the world really 
need another WWII flight simula- 
tor? The game will feature 45 
historically accurate missions 
that can be flown over satellite- 
mapped terrain for the United 
States, Germany or the British 
RAF. 3D clouds and weather 
effects such as rain and sunsets 
make a showing in the eye- 
candy department, and the 
planes will feature virtual cock- 
pits with dynamic instrumenta- 
tion. The game includes such 
crowd favorites as the P-51D 
Mustang, P-47 Thunderbolt, 
Submarine Spitfire Mk XIV and 
the Messerschmitt Bf109G. 
Picture: Had enough yet? 

Release Date: Fall 1999 


Panzer Elite 

Genre: Tank Simulation 

The Pitch: This smart-looking WWII 
game aims to create a tactical level 
armored simulation that incorpo- 
rates the major features of that 
style of warfare. 

Picture: They’re on the right track 
(pun intended) 

Release Date: Fall 1999 


PRO 18: World Tour Golf 

Genre: Golf 

The Pitch: The game will feature a 
fancy swing interface, three cours- 
es and sharp graphics. 

Picture: But it’s golf 

Release Date: Summer 1999 


Prince of Persia 3D 

Genre: 3D Action Adventure 

The Pitch: The much-beloved action 
game gets a late 90s makeover and 
goes 3D. The animation is beauti- 
ful, the environments spectacular, 
the sword-fighting interface ele- 
gant and the gameplay thus far 
seems solid. 

Picture: Karateka 3D 


Release Date: Summer 1999 


Warlords BattleCry 


Genre: Real-time Strategy 

The Pitch: This real-time version of 
the old-time favorite features nine 
distinct races, different hero races 
and 16 hero classes, a variety of 


victory conditions for both single 
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Legend of the Blade Masters ! 
Genre: Action Role-playing 
The Pitch: You control young Eric | 
Valdemar, hero, lost in the woods— 
but not for long. You and up to two 
companions will strive to harness 
weaponry magic and become 
BladeMasters, and hence, save the 
kingdom from mass destruction. You | 
view the characters from a third-per- 
son perspective with a camera that 
centers on the selected character. 
Picture: Return to Diablo | 
Release Date: Winter 1999 


and multiplayer. A story-based 
campaign, divided into six “chap- 
ters,” follows the path of either the 
good side or the bad. 

Picture: SSG’s vaunted Al going 
real-time (again) 

Release Date: Fall 1999 


The Pitch: The original was a case 
of close but no cigar, so the 
sequel offers some promise. You'll 
visit five new locales with up to 
four rangers under your control 
(versus the two of the original). 
You'll fight through nearly 30 
missions and yes Virginia, there 
will be multiplayer. You'll even 
be able to put together your own 
team of Green Berets. 

Picture: Last time they were close... 
Release Date: Winter 1999 


Warlords IV 

Genre: Turn-based Strategy 

The Pitch: Though the specifics are 
unclear, Red Orb has signed with 
SSG to produce another turn- | 
based installment of this venera- | 
ble series. 


Noble Armada 

Genre: Real-time Strategy 

The Pitch: Return to the Fading Suns 
universe as you take charge of fleets 
as they battle in 3D space. While 
NIT tactical fleet combat a major part of 
the game, expect some of the tradi- 
tional Fading Suns “extras” as well: 
diplomacy and trading, character 
creation, and starship design. 
Picture: A kinder, gentler 
Homeworld 

Release Date: Winter 1999 


Picture: Thank you 
Release Date: 2000 


Professional Bull Rider 

Genre: Bull Simulation 

The Pitch: Quit laughing. Players will 
have the opportunity to play as one 
of 35 star bull riders... or 15 top- 
ranked bulls. Individual scenarios 
and careers can both be played solo 
or multiplayer, and running com- 
mentary is provided by Justin 
McKee, PBR’s familiar TV announcer. 
Picture: We don’t make this up 
Release Date: Fall 1999 


Genre: Real-time Strategy 

The Pitch: This game of real-time 
strategy and tactics, combat com- 
mand and realism, a sort of | 
Rainbow Six with helicopters and | 
tanks. It features plausibly futuris- 
tic units in a scenario where an 
expansionist China has invaded 
Kazakhstan, drawing the interest 
of both Russia and the U.S. 

Picture: Clancy & Conquer 

Release Date: Summer 1999 


Spec Ops II: Green Berets : 


Genre: 3D Action 


Field & Stream: Trophy Bass 3D 


Genre: Fishy Simulation 


Rogue Spear 

Genre: 3D Action Strategy 

The Pitch: You’ll again take 
charge of RAINBOW, a highly- 
trained multi-national anti-ter- 
rorist (how’s that for hypens?) 
unit facing a tougher threat: two 
very different groups that have 
joined forces to wreak more 
havoc alone than they could 
together... havoc you, of course, 
must stop them from wreaking. 
Red Storm says the game, played 
across 18 missions in 16 locales, 
will cover a range of mission 
types, from direct assaults to 
hostage rescue and surveillance. 
Picture: Ch-ching 

Release Date: Fall 1999 
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GorkaMorka 
Genre: Fantasy Racing 

The Pitch: Build up your game 
of thugs, err, drivers in the race 
to become the toughest mob, 
err, team in Mektown. Along 
the way you'll recruit Orks to 
your gang, capture other 
gangs’ vehicles, and generally 
make 3D mayhem through 
either a single player campaign 
or multiplayer action. 

Picture: Possibly the dumbest 
name ever given to a comput- 
er game 

Release Date: Winter 1999 


The Pitch: Because there really 
weren t enough 3D fishing games 
on the market, Sierra decided to do 
up this game in all of its 3D accel- 
erated glory. A new fish cam is for 
the truly waterlogged. We wish we 
could say this wasn’t the silliest 
thing we’d ever heard. 

Picture: Ch-ching 

Release Date: Fall 1999 


Field & Stream: Trophy Buck II 


Genre: Animal Slaughter Simulation 
The Pitch: Not to be outdone by its 
aquatic sibling, this game offers 
eight hunting regions, lots of things 
to kill, Internet play, 3D sound... 
Picture: It won't sell as well as the 
crappy hunting games 

Release Date: Fall 1999 
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Babylon 5 Space Combat Simulator 
Genre: Space Simulation 

The Pitch: This game gives would- 

be Rangers and Earthforce pilots a 
chance to slip behind the stick of a 
Starfury. For the xenophilic among 


us, the game’s multiplayer mode 
promises alien combat a-plenty, at 
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the controls of Narn, Drazi, 
Centauri, and Minbari starfighters. 
With an evolving storyline co- 
designed by series creator, J. 
Michael Straczynski and brand- 
new music from show composer 
Christopher Franke, this should be 
the next-best thing to being there. 
Picture: Syndicated Series 
Commander 

Release Date: Fall 1999 


Gabriel Knight III: Blood of the 
Sacred, Blood of the Damned 
Genre: 3D Adventure 

The Pitch: Jane Jensen's popular 
anti-hero gains a new sense of 
depth—literally in this 3D install- 
ment of the series. The familiar cast 
of previous games goes off to the 
small town of Rennes-le-Chateau, 
in rural France. There, players will 
control both Gabriel and Grace in 
their attempt to solve an ancient 
mystery and recover the kidnapped 
son of an exiled prince. Perhaps the 
long-sought “treasure” of Rennes- 
le-Chateau will also prove the solu- 
tion to Gabriel's case—and the 
undoing of a dynasty of vampires. 
Pictures: Games with vampires are 


this year's WWII sims 
Release Date: Fall 1999 


Half-Life: Opposing Force 

Genre: 3D Add-on Action 

The Pitch: Yep, it’s an expansion 
pack for Half-Life. This time in 
you re a soldier sent to investigate 
an unknown alien race. Needless to 
say, the extraterrestrials aren't par- 
ticularly friendly, a fact which 
should happily justify excessive use 
of your new military hardware. 
New multiplayer maps and addi- 
tional character models round out 
the goodies in this upcoming pack. 
Picture: More, more more 

Release Date: Fall 1999 


Homeworld 

Genre: Real-time Strategy 

The Pitch: This game has been 
receiving so much buzz in the press 
you d think it was the second com- 
ing of God-game creator Peter 
Molyneux. In reality, it’s a fairly 
standard RTS game taking place in 
3D space. But it has killer looks, and 
there's something undeniably inter- 
esting about space ships circling 


| around and shooting things in 3D. 


Picture: We're skeptical here too, 
but we'll probably be wrong 
Release Date: Summer 1999 


Middle Earth 

Genre: Online Role-playing 

The Pitch: Wizards and dragons 
and hobbits, oh my! The world is 
done in 3D and populated with the 
usual assortment of (literally) 
Tolkien-esque characters. 

Picture: Based on the license, a real 
competitor for U/tima Online and 
EverQuest 

Release Date: 2000 


Orcs: Revenge of the Ancient 
Genre: Real-time Strategy 

The Pitch: Nothing says “we've got 
the Tolkien license, and we’re not 
afraid to use it!” like two Middle 
Earth games in a row. The game is 
set in the Third Age, during the time 
of the War for the Ring. Players are 
given command of four Orcs, and 
assigned the dangerous task of 
keeping order between the Dark 
Power's evil minions. These Orcs 
may be trained in many methods of 
battle, and the combination of their 
type of training and individual per- 


sonalities should lead to a wide 
variety of fighting moves and tac- 
tics. Fully-trained and outfitted 
Orcs can be sent into real-time 3D 
combat in either the single- or mul- 
tiplayer versions of the game. 
Picture: OrcCraft (that’s probably 
redundant) 

Release Date: Winter 1999 


Pharaoh 

Genre: Strategy 

The Pitch: If building the Roman 
empire was your cup of wine, 
you d probably also enjoy setting 
up a nice little dynasty in ancient 
Egypt. The yearly cycle of flood 
and ebb via the Nile will lay waste 
to hastily planned farming sched- 
ules. Naval invasions, as well, can 
surprise the unwary ruler. But with 
deification and a monumental 
pyramid as the reward for excellent 
management, what wannabe 
pharaoh could possibly turn down 
this challenge? 

Picture: SimPyramid 

Release Date: Fall 1999 


SWAT 3: Close Quarter Battles 
Genre: 3D Action Strategy 

The Pitch: This near-future tactical 
simulation promises to drop you 
right onto the front lines of justice. It 
will feature 20 missions, 100 charac- 
ters, additional weapons and gear, 
and a greatly increased variety of 
situations. The 3D environments, 
advanced Al, and team dynamics 
should give any would-be element 
leader a taste of the real thing. 
Picture: Rainbow SWAT 

Release Date: Winter 1999 


Team Fortress 2: 

Brotherhood in Arms 

Genre: Online Action 

The Pitch: Building on the original 
Team Fortress concept of multiple 
character classes with helpful skills, 
the developers are now working to 
make team play essential instead of 
merely convenient. Limited ammo, 
improved abilities, and complete 
removal of the FPS’ traditional 
“powerups” will soon be excellent 
reasons to bring along a Medic, 
Engineer, or Spy. 

Picture: If it works, watch out 
Release Date: Winter 1999 


Deer Avenger II 
Genre: Bad Joke 
The Pitch: Bambo is back, and this 
time he’s out to avenge the death 
of his doe-eyed (literally) love at 
the hands of callous yahoos. 
Picture: No, we aren't making this up 
Release Date: Winter 1999 


Mob Rule 
Genre: Strategy 
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The Pitch: Take a little bit of Eidos’ 
hardcore mob game Gangsters and 
add a healthy dose of Bullfrog- 
style humor and you've got the 
basis for this upcoming title. 
Intending to poke fun at the sub- 
genre that is gangster gaming. 
Picture: Black Sabbath songs 
Release Date: Winter 1999 


Star Trek: Deep Space Nine— 

The Fallen 

Genre: 3D Action Adventure 

The Pitch: Kind of the forgotten 
show when it comes to Star Trek 
gaming, Deep Space Nine is seeing 
only its second game—and the first 
in several years. Control all of your 
favorite characters in this third- 
and first-person game utilizing the 
Unreal engine. 

Picture: Unreal/Trek 

Release Date: Fall 1999 
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20,00 
The Adventure Continues 

Genre: Underwater Adventure 

The Pitch: A group is sent to 
research the possibility of farming 
the ocean floor, and they stumble 
upon Captain Nemo’s long-lost 
Nautilus submarine. And when 
ruthless sea-going villains attack, 
the SeaSource dive team is forced 
to commandeer this legendary ves- 
sel and set off for parts unknown. 
Picture: Water, water everywhere 
Release Date: Winter 1999 


Dukes of Hazzard 

Genre: Racing 

The Pitch: Join Bo, Luke, Daisy, Cooter 
and the rest of the gang as they bat- 
tle Boss Hogg, Enos and Roscoe. Drive 
the General Lee and jump a lot of 
things in this mission-based game. 
Picture: Redneck racing 

Release Date: 2000 


Wild Wild West 

Genre: Adventure 

The Pitch: Based on the movie of 
the TV show, you take on the roles 
of James T. West and Artemus 
Gordon, creating mechanical 
devices, deciphering cryptic mes- 
sages, shooting from the hip, 
assuming various disguises, 
wrestling assassins, and eventual- 
ly rescuing President Grant from 
the same conspiracy that claimed 
the life of President Lincoln. 
Picture: Will Smith in 3D (again) 
Release Date: Winter 1999 


Close Combat IV 

Genre: Wargame 

The Pitch: This series has found a 
new home at SSI. Tentatively subti- 
tled The Battle of the Bulge, the most 


significant addition to the series is a 
new strategic layer to the battle, one 
that will let you control the move- 
ment of larger groups of forces ata 
higher level of command. Once you 
meet the enemy, the game switches 
to the familiar tactical view. 

Picture: It’s Bulge-a-riffic! 

Release Date: Winter 1999 


Flanker 2.0 

Genre: Flight Simulationski 

The Pitch: Set in Crimea, the game 
will have a full dynamic campaign 
mission module. Also planned are a 
mission save system and an exten- 
Sive interactive training section com- 
plete with an in-cockpit instructor. A 
new aircraft, the Su-33 naval variant 
of the Flanker, will make its appear- 
ance, something that will help spice 
up the 16 player LAN games or the 
two player Internet games. 

Picture: Flying the friendly skies 
Release Date: Fall 1999 


Harpoon 

Genre: Wargame 

The Pitch: This follow-on to the 
hard-core modern naval wargame 
went back to the design shop earli- 
er this year, so has been pushed 


way back into next year. 
Picture: We'll get back to you 
Release Date: 2000 


Panzer General III Assault 

Genre: Wargame 

The Pitch: The series moves to 3D. 
Whereas earlier General games 
focuses on units, this focuses on 
leaders. Each leader commands a 
particular type of unit and works 
under an “Action System”: the bet- 
ter leaders can issue more orders to 
their units in a turn, so will be valu- 
able on the WW II West Front battle- 
fields the game portrays. You'll have 
a limit, though, on the total amount 
of “action” in a turn, so as com- 
manding general it'll be up to you 
to decide: many low quality “slow” 
leaders, or a few that can do a lot? 
Picture: 3D wargaming 

Release Date: Fall 1999 


Pool of Radiance II 

Genre: Role-playing 

The Pitch: Developed by Stormfront 
Studios, creators of the original 
game, the game is again set in the 
Forgotten Realms world of the AD&D 
universe. Players control a party of 
six adventurers in various quests 


that form an overarching storyline 
involving the discovery of a new 
Pool of Radiance in the mysterious 
and ancient elven ruins of Myth 
Drannor. Multiplayer support is also 
available for up to six players. 
Picture: The return of the Gold 

Box game 

Release Date: 2000 


Reach for the Stars 

Genre: Role-playing 

The Pitch: SSG’s classic is reborn. In 
this epic turn-based “4X” game 
(explore, eXpand, eXploit, 
exterminate), you conduct research 
and diplomacy, design and pro- 
duce ships. In addition to the ran- 
dom, open-ended scenarios, you'll 
be given 30 preset ones to conquer. 
Some of these may involve starting 
you with a full set of research 
already completed and with fleets 
formed up, ready for war; such sce- 
narios will focus on military action 
to the exclusion of all else. Other 
scenarios will start you with noth- 
ing, while others may put you 
somewhere in between. 

Picture: Space strategy fans 
rejoicing 

Release Date: 2000 
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1: Okay, pop quiz—what game pre-sold twice 


. the copies of Diablo's entire run, increased those num- 
_ bers by half again in the first month of release, and fol- 
__ lowed a prequel which sold more copies on its own 

_ than every King’s Quest in history, put together? Yup, 


Final Fantasy VIil. The series is famous for exotic worlds, 


_ fascinating characters, well-crafted stories, fun game- 

_ play and ease of use, and this latest version is currently 

- available only in Japan for the PlayStation, has already 

acquired a fanatic group of American devotees, some of 

_ whom paid hundreds of dollars for import copies and 

_ the machines necessary to play them. Many of these 

_ players have admitted to knowing less than a dozen 

words of Japanese, but swear nonetheless that the 
game is the best thing they’ve ever played. 

Luckily for those of us who prefer our entertainment in 

~ English, the folks at SquareSoft are cranking away ona 

_ translated version. Better still, the release of the computer 
version of will quickly follow the PlayStation version. 


_ Following traditional themes, Final Fantasy Vill takes 


| piace | in a world where fantasy and science exist side 
_ by side. Spells of varying complexity make up a good 
- Portion of the “timed turn-based” combat system and 


the logical beasts often number among your oppo- 
;, Each previous installment in the series has 


7 emphasized more and more science fiction elements, 

~ and the latest is no exception. The characters will even 
- have to travel to an orbital space station in order to 

_ complete the epic storyline. 


_ As always, story is a vital part of this game. The plot 
is time follows a soldier named Squall, who is caught 


—upin political and physical battle between two rival 

: factions. . During this conflict, he finds himself question- 
_ ing the loyalties of the people around him, unsure of 

- whom to trust. According to SquareSoft, there will defi- 


is in the eye of everyone who’s seen this game 


nitely be an aspect of romance in the tale this time, as 
well as elements of mystery and intrigue. 

Once again, all plot development and exposition will 
be carried entirely by gestures and printed text—no 
voice will be recorded. In some ways, this is a relief. 
Final Fantasy is far too splendid of a series to be deval- 
ued by standard computer game voice acting. 

Graphically, the PlayStation version of the game is 
light-years ahead of its predecessor, substituting tex- 
ture maps for single-color polygons and showcasing a 
gorgeous new collection of spell effects. But the hard- 
ware-accelerated PC version still puts its console sibling 
to shame. Not only are the details on each character 
more visible, but the characters themselves are 
smoother and far less pixelated. Magical effects, as 
well, seem quite detailed and fluid. The fight scenes 
move smoothly and quickly, even when a large-effect 
spell is cast. (Speaking of which, imagine a Summon 
which creates twin, parallel lines of fire, starting in 
front of the target and snaking off into the distance 
behind it. Just as you’re starting to wonder what the 
heck you’ve summoned, you hear the distant whistle of 
an onrushing train...) 


Oh, one interesting note for Final Fantasy vil play-_ 


ers—remember Tifa’s “slot machine”~-style limit 
break? Well, this concept is back. A twitch element 
has been added to some of the limit break attacks in 


the new game, requiring players to hit a certain but- | 


ton at a certain time during the move (or even com- - 
plete a sequence of buttons as in most fighting 
games) in order to increase the damage caused by 
the attack. The dexterity-challenged should not 
despair, however, since even a botched break will 
cause some damage. 
While it won’t answer the question of how a fantasy 
could be final eight times, Final Fantasy Vill should be nage 
Ch-ching 
Winter 1999 


Rites of War 

Genre: Turn-based Strategy 

The Pitch: This Warhammer 40K 
game is the last SSI game to utilize 
the venerable Panzer General I/ 
engine. A throwback to the 
beloved Fantasy General, In the 
campaign game you play the 
Eldar, you can blast through the 
campaign of 24 missions with var- 
ied victory conditions. 

Picture: The end of an era 

Release Date: Summer 1999 


Silent Hunter II 

Genre: Submarine Simulation 

The Pitch: This sequel is being 
launched into the icy waters of the 
Atlantic. It’s 3D accelerated, and 
there will be a new Al. A new 
dynamic campaign, Internet play 
and mission recorders round out 
the new features. 

Picture: Silent, but deadly 
Release Date: Winter 1999 


Steel Panthers IV 

Genre: Wargame 

The Pitch: Few details exist about 
this game. Hints say it may bea 
more radical departure, design- 
wise, from the earlier games. 
Picture: We'll get back to you 
Release Date: 2000 


Command & Conquer: 

Tiberian Sun 

Genre: Real-time Strategy 

The Pitch: For the two people who 
aren't already familiar with every 
intimate detail about this RTS 
game, Kane and NOD are back, 
and it’s up to CDI to wipe them 
out. Or vice versa. And watch out 
for that new “alien” technology. 
New voxel units allow for more 
animation, and there’s colored 
lighting everywhere. 

Picture: Ch-ching 

Release Date: Fall 1999 


Nox 

Genre: Action Role-playing 

The Pitch: This superficially 
Diablo-esque game features a 
more elaborate magic-based 
combat system. Your character 
has a queue of five spells; a 
right click casts them in the 
order in which they're entered. 
To queue a spell, you have to 
cast it using the keyboard. Each 
spell is like a macro, tapped out 
on the cursor keys, which repre- 
sent hand gestures. Since the 
game is decidedly oriented 
towards action, most of the puz- 
zles are key hunts, but some of 
them will require moving objects 
and pressure plates. 

Picture: “| put a spell on you” 
Release Date: Winter 1999 
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The next big thing 


his spring the video card offerings are all pretty good, but merely evolutions of existing 

designs. The chipset showing the least amount of change is the TNT2 from NVIDIA, which 

is built on such a feature-complete base (the original TNT) that simply improving the 
speed and maximum memory is all that’s needed. The Savage4& is the Savage3D with multitex- 
turing, a lot more memory, and a higher clock rate. The Voodoo3 is the Banshee with multi- 
texturing at a higher speed (or a one-chip Voodoo“ with 2D at a higher speed, depending on 
how you look at it). Matrox’s G400 is a souped-up G200. The list goes on and on. The 
Permidia 3 and Rage128 are probably the only two products to be drastically different from 
their predecessors, but both of those had predecessors which were notorious for seriously 
lacking the 3D features and speed required for gaming. 


So what’s next—another update of the old designs? Not likely. I’ve spoken with several soft- 
ware developers, video card manufacturers, and other industry insiders to find out what’s 
coming down the pipe. Naturally, nobody was ready publicly say what their next chip could 
do, or reveal the plans of another company. Having said that, certain terms and phrases seem 
to pop up no matter who you talk to. 


Transformation and Lighting calculations done on the video card is the next major technologi- 
cal revolution. Right now, the “polygons per second” rating of a video card is virtually mean- 
ingless, as the main CPU does the geometrical calculations to scale, rotate, or move 3D objects 
and light them, then passes those polygons on to the video card—the CPU can’t nearly trans- 
form and light as many polygons as the card can accept. By having specialized hardware on 
the video card that is made to do those calculations very quickly, computers equipped with 
future video cards will be able to draw scenes with many times more polygons than can be 
done now. My guess would be that the hot hardware of late this year will transform and light 
10 million polygons a second or more. 


Another major advance for video cards is a ramping-up of multitexture capabilities. Modern 
cards with “multitexturing” can draw two pixels per clock cycle, but that will likely become 
four or even six or eight pixels per clock in the next generation. This means that games that 
blend many textures together quite often (like Quake /// Arena, Unreal-engine games, and vir- 
tually every other future game) will run much faster without having to make drastic increases 
in the clock speed of the card. Of course, clock speeds will get faster as well. 


With all the hoopla over the supposed characteristics of next-generation console systems, it’s 
hard to see that the PC will compete quite well when console systems are being announced 
well over a year in advance and new PC hardware is rarely announced more than six months 
in advance. | think, though, that the real-world performance of a well-equipped PC will best 
the real-world performance of the Dreamcast, Playstation 2, or “Dolphin” at the time that they 


are released. 


a by Jason Cross 


Divad Llewop 


Q: | recently read your article on upgrading 
your system without having to buy a new 
processor. You said to overlock your processor, 
you can either increase the bus speed, increase 
the multiplier or both. i don't know that much 
about changing things in my computer, and 
was wondering if you could give me a walk- 
through on how to overlock my system. 

Matt A. 


A: First, it’s “overclock” and not “over/ock.” It’s 
named that way because you're running the 
clock speed over the certified specification. As for 
a walkthrough of how to do it-sorry, | can’t do 
that. Overclocking your processor voids the war- 
ranty, makes your system less stable, and can 
quite possibly cause data corruption if your sys- 
tem locks up in the middle of something impor- 
tant two hours after it has been running flawless- 
ly. In short, while it is a possible course of action 
to get a little more life out of an aging system, 
it’s definitely not something you should attempt 
if you admit that you “don’t know that much 
about changing things in my computer.” | prob- 
ably was too detailed even in the sketchy infor- 
mation | gave to the reader whose letter | 
answered in issue 102. 

| said to him, “If you have you ask if you 
should overclock your system, the answer is no.” 
| should have added “if you have to ask How to 
do it, the answer is also no.” If you really have 
your heart set on it, there are plenty of tutorials 
and guides to overclocking available online. With 
the help of a search engine, it shouldn’t be hard 
to find what you need. 


Q: | was wondering if you know of any com- 
pany that makes a force feedback joystick for 
left-handed people? | have been looking for 
over a year and can't seem to find one. 

Tony C. (Left-Handed Gamer) 


A: To the best of my knowledge, no company 
makes a force feedback joystick specifically for 
left-handed players. The original CH Products 
force feedback stick was based off the shape of 
the Flightstick Pro, which was perfectly symmetri- 
cal and thus just as good for lefties, but it was a 
pretty dismal product and certainly nothing 
you'd want to try to acquire today. If you really 
have to have force feedback, I’d go for the stick 
with the closest to symmetrical shape and just 
live with it. Unfortunately, many sticks have but- 
tons on the left side of the base, making it diffi- 
cult or impossible for lefties to use those. The 
market for force feedback products is small 
enough as it is, and catering to a percentage of 
that limited market (left-handed people) is prob- 
ably just not economically feasible. On the other 
hand, a company might make a lot of money by 
being the only ones in the business with a stick for 
lefties... | guess it’s time to start a petition. 


Ng taees ine ee 


Q: What is the piece of hardware that needs 

upgrading the most? Also, what is the best 

CD-ROM drive that you can get for under $70? 
Nathan H. 


A: Well, the piece of hardware that needs 
upgrading the most depends on what you’ve 
got, naturally. That is, if what you mean by 
“needs upgrading the most” is “needs to be 
upgraded more badly than anything else.” Quite 
a few readers write us asking what video card 
will turn their 200MHz Pentium machines into 
big bad gaming rigs, and while we don’t like to 
tell them not to go buy a video card, the proces- 
sor is generally their limiting factor for games. A 
good gaming system needs a fast processor 
(350MHz or faster), plenty of RAM (64MB or 
more), and a good video card. Plenty of other 
things help, but that’s a good place to start. 

If by your question you mean “what needs 
to be upgraded the most often,” then the 
answer is, beyond a doubt, the video card. 
Those who make small incremental jumps in 
processor performance may find that they need 
to buy a new one every six months, but gener- 
ally speaking, a fast high-end processor will be 
good for gaming for a year to 18 months, 
maybe even longer. It all depends on how 
much speed you need. On the other hand, the 
latest greatest fastest video cards are made 
obsolete every 6-8 months when the new gen- 
eration of video cards is released. You might 
get away with buying a “best available” video 
card one spring and play all games pretty well 
until the next, but most games really only look 
and operate as the designers intended on 
something that isn’t very old. You don’t need 
to buy a new video card every time one is 
released, but within a couple months of a new 
“generation” of cards from multiple vendors, 
it's probably time to upgrade if you want to 
stay on the leading edge. 

As for your second question: $70 is enough 
to buy just about any IDE 40X CD-ROM, and 
most of them perform pretty much in the same 
area. Remember, your CD-ROM speed basically 
affects one thing: install time. When streaming 
movies, your CD-ROM speed makes no differ- 
ence, once it’s 8x or faster. The movie is going 
to take a set time to play, regardless. 

Naturally, CD audio only requires 1X speed. 
shop around online...there are plenty of great 
CD-ROMS for around $50. 
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3dfx and STB Systems Complete 


| Merger—the stB and 3dfx merger is a done 


deal. Under the terms of the merger first 
announced Dec. 14, 1998, shareholders of STB 
Systems will receive 0.65 of a share of 3dfx 
Interactive common stock for each share of STB 
Systems common stock. Based on the number 
of shares of STB Systems common stock out- 
standing, 3dfx Interactive expects to issue 
approximately 8,270,000 shares of 3dfx 
Interactive common stock in connection with 
the acquisition of STB Systems. 


“With the merger behind us, 3dfx will accelerate 
its efforts to deliver powerful new technologies 
for games, entertainment and more,” said Greg 
Ballard, president and chief executive officer of 
3dfx Interactive. "We will aggressively pursue 
every opportunity to lead this market as the 
most innovative manufacturer of 3D graphics 
technology.” 


NVIDIA & Acclaim Strategic 
Alliance-nvipia and Acclaim Entertainment 
announced at the Electronic Entertainment Expo 
that they have entered into a strategic alliance 
geared towards leveraging their respective 
strengths in hardware and software develop- 
ment to create games that utilize NVIDIA's hard- 
ware. 

The agreement will see both companies collabo- 
rate on technical issues relating to software and 
hardware properties and jointly participate in 
various marketing activities and promotions. 
According to both companies, this strategic 
alliance enables NVIDIA and Acclaim to antici- 
pate and plan for key changes in product plans 
as well as influence the design of both software 
and hardware. 


"Given the dynamics of radically increasing 3D 
horsepower and the long development cycles of 
the game industry, it's vital that we work closely 
with key developers and publishers to maximize 
the value of the combined products," said 
Michael Hara, vice president of corporate market- 
ing at NVIDIA. “Acclaim is one of the most recog- 
nized publishers in the game industry, and we 
are truly excited about the opportunity to take 
the gaming genre to the next level with them.” 


The relationship will provide Acclaim with 
unfettered access to NVIDIA's current and future 
hardware, software and development tools to 
maximize image quality and performance 
under Microsoft's Direct3D and SGI's OpenGL 
Application Programming Interfaces (API). 


Wicked 3D Leaves Hardware Arena-Wicked3D, a 
division of Metabyte, announced that all 
Wicked3D hardware product lines will be dis- 
continued. The company will continue to sup- 
port current Wicked3D customers, but will no 
longer produce any more graphics cards. The 
company claims that they want to shift their 
focus back to software development. 

“We feel that it would be much more beneficial 
for the industry and for us if we concentrate on 
doing what we do best - and that is to develop 
software technology and allow others to bring 
it to market.,” says Steve Gleitsmann, former 
Director of Worldwide Sales and newly appoint- 
ed General Manager of Wicked3D. "= 
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cially with respect to video cards. It seems 

like just yesterday we were praising the Riva 
TNT chipset from NVIDIA for being one of the 
fastest, most feature-complete video products 
available. Now our thirst for ever-increasing 


iu ow time flies in the hardware world, espe- 


TNT2 to satisfy us. Like it’s main competing 
chipsets this spring, the Voodoo3 and Savages4, 
the TNT2 chipset is not a radical new design; 
rather, it’s an update of previous technology. In 
fact, TNT2 is less different from the original TNT 
than even those other designs. Typically, such an 
incremental step would be frowned upon in the 
face of greater advancements by the competi- 
tion, but this isn’t necessarily true in the case of 
NVIDIA’s latest. The TNT was one of the most fea- 
ture-complete, fast, and all-around capable 
chips released last fall. Features like full 32-bit 
color support, stencil buffer, 32-bit z-buffer, and 
support for large texture sizes made the TNT 
ahead of it’s time. The minor capabilities added 
to the TNT2 are sufficient to keep in line with the 
rest of the crowd. 

Having said that, there are a few things TNT2 
brings to the table. The first is support for up to 
32MB of memory, doubling the previous limit of 
16MB. It also includes the potential for AGP 4x 
support, which is meaningless right now, but will 
be a boon when AGP4x-enabled motherboards 
become common. It’s also capable of digital flat- 
panel output, but like AGP 4x and 32MB configu- 


ers have to choose to support. TNT2 cards gener- 


Riva TNT 16bit color 


640x480 
Quake2 v 3.20 63.6 
Unreal v 224 27.3 
3D Mark 99 MAX 3077 
2D Business Winbench 99 NA 


Riva TNT 32bit color 640x480 
Quake2 v 3.20 62 

Unreal v 224 25.6 

3D Mark 99 MAX 3089 


2D Business Winbench 99 


Xentor 16bit color 640x480 
Quake2 v 3.20 80.9 
Unreal v 220 28.6 

3D Mark 99 MAX 3146 

2D Business Winbench 99 NA 


Xentor 32bit color 640x480 
Quake2 v 3.20 76.2 
Unreal v 220 27.6 

3D Mark 99 MAX 3127 

2D Business Winbench 99 NA 
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axl Gamer Xentor 


speed has increased, and NVIDIA has given us the : 


rations, this is something which card manufactur- : 


t's as if you could overclock 
your current TNT card really far 


Seas 
i 


price, Guillemot delivers what is essentially a TNT 
that runs over a third faster and has crisper 2D 
output. They help sweeten the deal with some 
bundled software. The only full-version software 
included is the Xing SoftDVD player. Demos for 
Monaco Grand Prix Racing 2, S.C.A.R.5., Speed 
Busters, and the long-delayed Tonic Trouble are 
included as well. Though not the most exciting 
bundle in the world, it helps add even more value 
to a well-priced product. Those waiting for the 
ultimate high-speed TNT2 card should wait for a 
faster model, but gamers who don't want to 
spend much money on really great 2D/3D accel- 
eration need look no further. —/ason Cross 


ally come in two flavors, a standard “TNT2” which : 
is spec’d by NVIDIA to run at 125MHz, anda | 
“TNT2 Ultra” which is spec’d to run at 15OMHz. 
Naturally, card manufacturers may stray from 
these recommended speeds. | 

Which brings us to the Maxi Gamer Xentor. One | 
of the first TNT2-based cards available, it’s basi- 
cally a plain-vanilla 125MHz TNT2 (the memory is 
clocked at 166MHz). It includes AGP 2x support, 
16MB of RAM, and a 300MHz RAMDAC that can 
drive displays up to 1920x1400 in 32bit color, or 
2048x1536 in 16bit color. Refresh rates vary froma | 
maximum of 240Hz at low resolutions up to 60Hz 
at the highest, which is far more than most users’ 
monitors can handle. If all of this sounds just like 
a regular TNT-based card, only faster, it should. 
That's essentially what the Maxi Gamer Xentor is. 
Even the drivers are readily recognizable as NVIDIA 
reference drivers with little more than the 
Guillemot name slapped on them. No clock speed 
adjustment sliders, special controls, or fancy cus- 
tom layout. This isn’t necessarily a poor choice, 
however—the NVIDIA reference drivers have all the & 
important color and gamma adjustment controls, £ 
as well as necessary tweaks for Direct3D or OpenGL : 
performance. Using branded reference drivers lets 
Guillemot bring a new driver revision to their cus- 
tomers very quickly after receiving an update to 
the NVIDIA reference set. Still, power users who 
want to mess with more options will have to look 
elsewhere. 

What makes the Maxi Gamer Xentor really pea 
shine is its value. The $129 price is what most TNT- 
based cards cost just a few weeks ago. For that 


800x600 1024x768 
58.3 41.4 

25.3 22.0 

3090 2713 

126 120 


800x600 1024x768 
50.4 32.7 
20.8 15.2 
2817 1942 


800x600 1024x768 
77.1 63 

26.8 25.2 

3146 3149 

133 127 


800x600 1024x768 
56.6 40.3 

26.8 22 

3123 3126 

128 125 
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The Best of Strategy 


: Nonlinear gameplay, blistering day 
rray of hi ae _ and night battles, and advanced 
feroci : ous enemy “tactical combat. 


re -_ mss Sto dark secrets.lurking te 
Interact dozens of characters. 


Treat them well and theyll underground. The result is the The Be “ st of Role-Playing 
support your cause. Treat them perfect feeding. grounds. The ~ 


io 


badly, and they'll stab you in only talaremaalssilave Mts) YOU. : Create your own character, improve 
the back. ‘ a = your team’s skills, and explore a 
* = ere huge world. j 


“Hot stratezy pick of 1999" 


-Steve. Bauman, Games Business Ridaving 


is rated by Computer Gaming World and PC Games. 


heck it out at www.talonsoft.com or cal] 1-800-211-6504 to pre order : siIRT a Cc ad TALON Of 


Copyright 1999 TalonSoft Inc. TalonSoft is a subsidiary of Take 2 tecnative. Air Rights reserved x 


Rage Fury 


was going to bring a product to market that 

wouldn't just be an economical solution for 
OEM customers, it would be a true gaming pow- 
erhouse. It would have all the features everyone 
wants, twice the memory of competing prod- 
ucts, and it would be affordable. Most impor- 
tantly, it would be as fast or faster than any- 
thing else on the market. That was late last year, 
when previews of the card praised it’s beefy 
32MB memory limit and stellar 3D performance 
in 32-bit color modes. At that time, the card was 
going to ship in a few weeks’ time. Weeks 
turned into months, and the Rage Fury shipped 
later than anticipated. 


| t wasn’t supposed to happen this way. ATI 


Due to the delay, the product was released in 
a timeframe where the competition (TNT2, 
Savage4, and Voodoo3) clearly outperform it. 
Performance isn’t poor, though. In 16-bit color 
modes, it was often faster than our baseline TNT, 
and sometimes a little slower. However, it quite 
typically outpaced the TNT by a small margin in 
32-bit color, especially at higher resolutions. 
These are small performance gains compared to 
the leap delivered by other recently-released 
video cards. Drivers appear to be pretty stable 
and solid, with no real problems in almost any 
application. Cards based on new chip technolo- 
gies always have some teething problems with 
drivers, though, and the Rage Fury is no excep- 
tion. The biggest error came when trying to run 
the Unreal v224 in OpenGL mode. The newly- 
reworked OpenGL code in this version of Unreal is 
a significant improvement over old non-Glide 
API support, but we couldn't get it to work on 


Riva TNT 16bit color 640x480 
Quake2 v 3.20 63.6 
Unreal v 224 27.3 

3D Mark 99 MAX 3077 

2D Business Winbench 99 NA 


If | was this late coming to market, I'd be mad too © 


the Rage Fury. The game crashed upon load with 
either the certified release drivers or the latest 
beta revision. There were no visible problems in 
other OpenGL games such as Half-Life or Quake 
ll. Given the hardware’s operating specs, there is 
probably room for some additional speed due to 
driver refinement. 

Speed isn't the only reason to buy a video 
card, of course. The Rage Fury has nearly every 
feature a hardware buff could want. It was the 
first mainstream video card to market with 32MB 
of memory, and while current games don’t tax 
the 16MB limit too heavily, upcoming titles with 
higher-resolution textures will make users grate- 
ful for the extra RAM. It'll drive your display at 
resolutions up to 1920x1200 in full 32bit color, at 
a refresh rate of 76Hz. Refresh rates for lower res- 
olutions scale all the way up to 200Hz. Both 2D 
and 3D image quality is impressive, with smooth 
vibrant colors and clean filtering. All the requi- 
site features are supported—AGP texturing, sin- 
gle-pass multitexturing, 32-bit Z-buffer, stencil 
buffer, and DVD hardware acceleration. In fact, 
the DVD acceleration on the Rage Fury is better 
than most. Most video cards that claim “hard- 
ware DVD acceleration” only do scaling and YUV 
to RGB color conversion in hardware, still requir- 
ing a speedy Pentium II processor to play those 
fast-action DVD movies at high resolution with- 
out dropping frames. Like the Savage3D and 
Savage4s, the Rage128 chipset powering the Rage 
Fury also performs motion compensation in 
hardware, lowering CPU utilization dramatically. 
Those gamers who want TV-out capabilities will 
be pleased to know that the Rage Fury not only 
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Riva TNT 32bit color 
Quake2 v 3.20 

Unreal v 224 

3D Mark 99 MAX 

2D Business Winbench 99 


— Rage Fury 16bit color 
Quake2 v 3.20 

Unreal v 220 

3D Mark 99 MAX 

2D Business Winbench 99 


Rage Fury 32bit color 
Quake2 v 3.20 

Unreal v 220 

3D Mark 99 MAX 

2D Business Winbench 99 


640x480 
62 

25.6 

3089 

NA 


640x480 
54.9 

29.6 

3170 

NA 


640x480 
53.4 

29.1 

3164 

NA 


800x600 
50.4 

20.8 

2817 

121 


800x600 
52.9 

24.6 

3164 

127 


800x600 
Daal 

24.3 

3150 

120 


1024x768 
32.7 

13.2 

1942 

114 


1024x768 
42 

19.4 

3056 

122 


1024x768 
35.1 

lat 

2591 

117 


: does TV-out, but even comes with S-video and 
_ composite video cables. 


The Rage Fury lists with a suggested retail 


: price of about $200, which is quite pricey, but 

_ the card is being widely discounted. ATI helps 

_ build-in some value with bundled software. In 

_ addition to the requisite eye-candy demo and 

_ DVD-player software, you'll find Moto Racer 2, 

_ Half-Life Day One, and Expendable Lite in the 

: box. One can’t help but feel that the bundle is a 
_ bit dated, and just another sign of a product 

_ that shipped later than planned. It’s always nice 
_ to get free software and product demos, but 

_ when the competition is shipping exclusive 

_ demos of unreleased games, the freebies in ATI's 
_ box are underwhelming. 


ATI's Rage Fury has plenty going for it. It’s 


| got all the major features necessary for current 
~ and upcoming games, 32MB of RAM, TV-out, 

| DVD-acceleration, and a reasonable, if dated, 

| software bundle. Unfortunately, the price is a 

_ little steep for a card that performs only slightly 
_ better than most Riva TNT-based cards. This 

_ isn’t a great choice for power gamers who have 
_ hot rod machines and accept only the fastest 

_ components. The excellent 32bit color speed 

_ and 32MB of memory might help extend the life 
_ of slower Pentium II class machines, though. 

_ Perhaps the most significant benefit of this 

_ product is to the industry as a whole—ATI was 

_ the last major card manufacturer to ship a 

_ product that truly delivered quality 3D acceler- 
~ ation, and now that they've come “on board,” 

: the baseline for the industry has moved up. 

| —Jason Cross 
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Falcon Northwest can build 

you a powerful Gaming PC 

to retake your furniture. 

In head-head speed competitions, 
Falcon PC's have never been 
beaten. Call us or visit our 
website to find the system that 
meets your needs and your budget. 
Otherwise Doug wins. 
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MechWarrior 3 


The third time for this series is a charmer 


t is no mean feat that each new 

iteration of the MechWarrior 

series has managed to improve 
upon the accomplishments of the 
last. All the past games have come 
from the Activision stable, however, 
and news that FASA had re-licensed 
the Battletech- based series to 
MicroProse raised no small amount 
of concern over where the franchise 
might be heading. Would the next 
MechWarrior title stay true to the 
hard-core simulation style of play 
that made its predecessors popular? 

Fans will be relieved to hear that 
the answer is an emphatic “yes.” 
Developed by Zipper Interactive, 
MechWarrior 3 honors the tradition 
of steady improvement by weigh- 
ing in as the best Battletech game— 
and possibly the best Mech sim— 
ever made for the PC. 

From the moment the game 
starts it is evident that Zipper has | 
treated the FASA property (and by | 
the same token, MechWarrior fans) 
with the same respect that 
Activision has in the past. The 
opening movie is so similar to 
MechWarrior 2’s in style and fiery 
flare that you will find yourself 


double-checking the box to make 
sure that MicroProse really did 
publish this game. Indeed the 
similarities run deeper than the 
printing on the box—from the HUD 
to the mission objectives to the 
overall visual style of the game, 
there is enough of MechWarrior 2 
and Mercenaries in the game 
itself to make the change in 
publishers irrelevant. 

Of the changes that the game 
does feature, almost all are 
improvements. Without making the 
game significantly more complex, 
Zipper has improved on the “sim” 
feel of the game to a great 
degree. A number of simple but 
very useful additions to the inter- 
face contribute to this. Radar now 
features multiple modes; active 
radar works as it has in past 
games, but passive radar makes 
your ‘Mech more difficult to 
detect at the expense of reduced 
range (shutting down entirely is 
still the most effective way of 
eluding enemy sensors). The tar- 
geting reticule can be expanded 
into a small but effective zoom 
view that is so useful for long-dis- 
tance targeting that players will 
wonder how they ever got along 
without it. Aiming options have 
been expanded as well—the tradi- 
tional torso twist is still a vital 
combat element, but now players 
can also “unlock” the targeting 
reticule and aim it independently 
of torso orientation via mouse or 
joystick. Weapon locations play a 
larger role in this aiming mode—it 
is impossible to aim left with a 


MicroProse 


Windows 
95/98, 166 MHz Pentium, 32 MB of RAM, 
2X CD-ROM 


2-8 players, 
Internet, LAN, modem, null-modem 


KKKKI 


Excellent sim feel, tense combat, interest- 


ing missions, interactive environments 


weapon mounted on a ‘Mech’s 
right arm short of torso twisting in 
the appropriate direction. A new 
twist has been added to heat man- 
agement as well—'Mechs now fea- 


ture coolant reserves that can be 


dumped to instantly reduce heat to 


zero. The catch is that the reserve 
only holds enough coolant to allow 
players to do this three times 
before they have to visit their 
Mobile Field Base to fill up. 

From a tactical standpoint, the 
Mobile Field Base (MFB) itself is one 
of the most interesting new fea- 
tures. The three trundling tracked 
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Single player campaign is too short, no 
in-mission saves 


[far left] The game’s external views are 
functional—weapons can be aimed 
and fired from this perspective 


[above] Friendly ‘Mechs can be repaired 
and rearmed during missions through 
use of the Mobile Field Base 


[left] The radar map features both 
active and passive modes, and like 
past MechWarrior games it can be 
expanded to fill the HUD 


vehicles that make up the MFB 
resemble the Jawas’ sandcrawler 
from Star Wars, and they serve a 
similar function. As a transport for 
spare Mechs, salvaged parts, and 
repair crews, the MFB is the 
lifeblood of any extended field 
operation. Each of the three vehi- 
cles that make up the MFB can 
carry two ‘Mechs and up to 300 
tons of salvaged weapons, armor, 
and equipment. The MFB accompa- 
nies the play on missions to gather 
salvage, and the player can order 
the MFB to travel to preset ren- 
dezvous points and set up for field 


Mission briefings are given while the mission is loading, conveniently diverting 


attention away from load times 
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CHASSIS DATA 


| Engine 
- Heat Sinks 
| Jump Jets 
. intemal Structure 
ae 
| Weapons 
. Ammunition 
Equipment 
Current Tonnage : Y Thor 
Meximurn Tonnage z i: ‘ 
“ 


Orion 


Sunder 


Yulture 


CURRENT LOAD-OUT 
3 ER Laser (Ly (CLAN) 

2 ER PPC (CLAN) 

1 Flamer (CLAN) 


VARIANTS 
Primary Gncomplete) 


24 Double Heat Sink 

1 ARIS (CLANS pl e 
1 Targeting Computer (CLAN) MECH DATA 

intemal Structure Staedard 
iiax. Run Speed 54.8 
tix. Walk Speed 82 
Current Tonnage $9.5 
tigximum Tonnage 100.0 


awaiting command 
Although all the action takes place on a single world, players will see a variety 
of terrain, lighting, and weather effects 


Players can configure both their own and lancemate’s ‘Mechs via use of the 


‘Mech Lab 


repairs. Any friendly ‘Mech can 
meet the MFB at the designated 
waypoint and power down to 
receive an extensive refit. The MFB 
lacks the ability to reattach limbs, 
but it can repair armor damage, 
refill coolant tanks and assuming 
the required ammo is available, 
resupply ammo reserves. Ordering 
the MFB into a hot area is generally 
a bad idea—enemy ‘Mechs will tar- 
get MFB vehicles if they see them, 
and the loss of an MFB results in a 
corresponding loss in carrying 
Capacity. Lost MFB vehicles are 
replaced at certain points in the 
campaign, but having to do with- 
out one, even for a short time, cre- 
ates serious logistical headaches. 

One thing that will not create 
logistical headaches (not in a bad 
way, at least) is the game’s salvage 
engine. While players do not earn 
money for completing missions, 
they do gain salvage and new 
‘Mechs that can be carried in the 
MFB and used to augment offensive 
capabilities of both the player and 
Al lancemates. Better still, salvage 
seems to be dynamic (or at least 
more random)—playing the same 
mission twice results in varied 
bounties, and to a certain extent 
the salvage seems to be predicated 
on player actions within a mission. 

Engineer wannabes will be 
pleased to see that ‘Mech building 
is still a vital element in the game. 
More so, perhaps, given the wide 
assortment of weapons and equip- 
ment that the player has to choose 
from. It is quite easy to spend more 
time in the “Mech Lab than you do 
in the missions, and with 900 tons 
of salvage to work with, the Lab is a 
tweaker’s dream come true. 

Some players may complain 
about the absence of a few features 
from the Activision games— 
MechWarrior 3 has no night vision 
mode (despite the presence of sev- 
eral night missions), and the wire- 


frame view mode is now a thing of 
the past. It is all molehills to moun- 
tains when you compare the 
insignificance of features dropped 
to the solid utility of features 
gained, however. 

Less forgivable is the brevity of 
the game—it is a fun ride, but also a 
relatively short one. The single- 
player campaign is broken down 
into four “operations” of four to six 
missions each, for a miserly total of 
20 missions. The missions are fairly 
lengthy, but no more so than those 
of the recent X-Wing Alliance, a 
game that offered more than 50 sin- 
gle-player missions, as well as a 
beefier story. Four instant action 
maps and eight multiplayer maps 
help sweeten the pot, but they are 
not really a replacement for another 
12 campaign missions. The lack of an 
in-mission save feature adds a few 
hours of play time, but not really in 
a good way (fortunately game diffi- 
culty can be adjusted on the fly). 

Few in number though they may 
be, the missions are all well craft- 
ed. The campaign tells the story of 
a drop gone awry—an Eridani Light 
Horse commando offensive against 
Clan Smoke Jaguar presence in the 
Inner Sphere meets with unexpect- 
ed resistance, leaving the player to 
save the day. The story is obvious- 
ly not the game's strong point, but 
it does provide an ample wrapper 
for a series of interesting missions 
that take the player over and 
under the surface of the planet 
Tranquil. The missions are nicely 
varied, especially considering the 
limits imposed by the game fic- 
tion. Defensive missions are rare as 
a rule, but protecting the MFB is a 
constant defensive consideration. 
The campaign features a good 
variety of terrain types as well— 
missions will take the player over 
plains and through underground 
installations, into the arctic region 
of the planet and through the caul- 


dera of an active volcano. The play- 
er picks up additional lancemates 
as the campaign progresses (up to 
a total of three). A workable com- 
mand interface allows the player to 
issue Orders to groups of lance- 
mates, but the Al does a fair job of 
directing them even without player 
assistance (enemy Al is equally 
adept). Players seeking more devi- 
ous opponents will want to check 
out the multiplayer maps, which 
support both deathmatch and team 
play over Microsoft's Gaming Zone 
or via direct connection. 
MechWarrior 3 may not boast 
the most sophisticated 3D engine 
on the market, but it has the right 
touches in all the right places. The 
mission areas are large, and many 
of them pose tactically interesting 
challenges (in one mission it is 
possible to trap the bulk of the 
enemy force on the south side of a 
ravine by taking out strategic 
bridges). Sky textures are attrac- 
tive, and while the polygon count 
in the terrain is not incredibly high, 
it is deformable (large explosions 


piloting the ‘Mech 


A satellite map allows the player to see the entire mission area while still 


leave gigantic craters). Best of all, 
the environments are replete with 
stomp-able objects. Foot soldiers 
and seagulls, villas and bridges, 
trees and telephone poles—all fall 
before the unstoppable bulk of 
your ‘Mech. Adding to the visceral 
appeal are the ‘Mech models them- 
selves. This is obviously where the 
visual and visceral flare of the 
game is focused—the ‘Mechs are 
incredibly detailed as well as dif- 
ferentiated, both inside and out. 
Cockpit art, height, and even the 
way the various ‘Mechs move are 
strongly differentiated. All of the 
‘Mechs react noticeably to physical 
force—firing an autocannon pro- 
duces recoil in the appropriate 
location, ‘Mechs limp on damaged 
legs... everything “feels” just right. 
MechWarrior 3 has all the right 
touches in all the right places, and 
it is almost a compliment to say 
that it ends too soon. Zipper has 
several add-ons in the works; 
hopefully these will give extended 
play value to a game that certainly 
deserves it. —Benjamin E. Sones 
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Fulfilling your need for Star Wars speed 


t was easy to be skeptical about 

LucasArts’ decision to release two 

games based on The Phantom 
Menace at the same time as the 
movie. Gamers accustomed to a 
multi-year delay from movie to 
game couldn't help but wonder if 
the finished products would be 
polished, of respectable quality, 
and perhaps most importantly, | 
would feel rushed. Star Wars 
Episode I—Racer answers all of 
those questions with an assertive 
yes. While it's not as good as the 
more refined, more PC-centric 
“classic” Star Wars products like X- 
Wing Alliance and Jedi Knight, it’s 
considerably better than some of 
the past cross-platform arcade fluff 
produced by LucasArts. 

Racer recreates the pod race 
scene on Tatooine from the movie. 
You pilot what is essentially a 
small, uh, pod that is attached to 
two giant aircraft-style engines of | 
some indeterminate means of 
propulsion. While it’s hard to tell 
what the resulting concoction 
should actually feel like in a 
physics sense, the game gives the 


STAR WARS 
EPISODE [—RACER 


Arcade Racing 


LucasArts 


Windows 
95/98, 166MHz Pentium or higher, 32MB 
of RAM, 4X CD-ROM, 3D Accelerator 


2-8 players, 


pods the handling of a Jet Ski from 
Jet Moto. While a more interesting 
physics model that took into 
account the momentum inherent in 
a craft of this design would have 
been welcome, it’s entirely possible 
that such a simulation is beyond 
the capabilities of a Nintendo 64, 
the platform that shares the game. 

Another residual effect of the 
game’s cross-platform nature, and 
the only aspect of the game that 
even begins to point to a rush job, 
is the mix between high- and low- 
resolution text on some of the 
menus. There's also a consistency 
problem in the interface—some 
functions allow you to use the 
mouse while others force you to use 
the keyboard or joystick. 

The game starts with only a few 
tracks available, and more are 
unlocked as you win races (there 
are 21 tracks in all). Upon winning 
a race in the campaign you also 
win the track record holder's pod, 
which can then be used in subse- 
quent races. Between races you can 
upgrade your pod by visiting 
Watto’s junk shop, but the game’s 
mishandling of the in-race repair 
function makes this aspect of the 
game somewhat unsatisfying. 
Repairing during a race is point- 
less—you re better off just crashing 
it into a wall, as the recovery takes 
less time (and hassle) than shutting 
down an engine and repairing it. 
For that reason you can focus on 
engine and turning improvements 
while ignoring repair modifications 
when upgrading your pod. 

The game initially feels quite 


Fulfills a serious need for speed, 
wonderful track design, that Star 
Wars thing. 


star Wars Episode |-Racer | 


Not much replayability, too easy, only 
supports LAN, console residue 


[far left] 815 MPH—yeeeehaw! 


[above] Behold the mighty Neva Kee’s pod 


[left] This view is perfect if you’re on the 
new “binge/purge” supermodel diet 


[below] Because you can never have too 
many “Repulsogrips” 


WEHICLS 


easy—perhaps too easy. You proba- 
bly won't lose a race until about 
midway through the “Semi-pro” 
circuit. At this point you'll realize 
that it is important to match the 
pod to both the track and your par- 
ticular race style (i.e. if you run into 
walls a lot, get a pod with quick 
acceleration at the expense of top 
speed). Once armed with this 
knowledge, you may find yourself 
winning races on the first try on 
even the “Invitational” level tracks. 

This is somewhat surprising 
given the game's wonderfully twist- 
ed (in a literal sense) and complex 
tracks. The races take place on eight 
different worlds, and each has a 
unique series of tracks that often 
share certain segments (a la Need 
for Speed III) but never feel like 
mere rehashes (a /a Ultim@te Race 
Pro). Some are incredibly long and 
most have multiple paths, some of 
which can save you time or even 
add to it. But even with the superb 
design, certain pods seem to have 
an advantage. Neva Kee’s is the 
most unbalanced, featuring amaz- 
ing acceleration and the ability to 
turn on a dime. 


=a 


| 
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The most obviously appealing 
aspect of the game is its superb 
simulation of speed. The pods trav- 
el at 400-500 MPH, and can reach 
speeds near 1000 MPH with their 
boost enabled. As you twist and 
turn your way around the tracks, 
you'll be amazed at how quick you 
can react to, for example, a closing 
door or a protruding wall. Graphics 
purists can and will pick apart the 
3D engine that drives this game, 
pointing out its myriad deficien- 
cies—for every slick 3D effect you'll 
notice two ugly ones. However, the 
engine gets the job done and runs 
superbly on low-end 3D accelerat- 
ed hardware. 

As with a game like Wipeout XL, 
Racer's combination of incredible 
speed and atmosphere is intoxi- 
cating. Having the Star Wars 
license gives the game an indelible 
boost, giving it an ambiance (usu- 
ally via its superb audio) most 
games would die for. While it lacks 
the longevity (and Internet play) 
of other race games, it delivers 
plenty of short-term thrills for 
even the most jaded race game 
fan. —Steve Bauman 
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idtown Madness wants to be a 

great game. It is obvious that 

the developers put a lot of care 
into their design, and it has far more 
polish than the average cookie-cut- 
ter racing game. The premise is rid- 
dled with great ideas, and many of 
them are skillfully implemented, but 
like the proverbial straw-toting 
camel the game is hampered by a 
few significant problems. 

The centerpiece of the game is 
its setting—a living city that recre- 
ates the streets of downtown 
Chicago in a massive, non-linear 
map that serves as the setting for 
all the game's races. Different races 
follow different courses through the 
city, but it is often possible to 
deviate from the marked course in 
search of your own shortcut. It is 
obvious that the designers have 
had little first-hand experience 
with the windy city—major land- 
marks,such as the Water Tower and 
Navy Pier are faithfully represent- 
ed, but many streets, intersections, 
and minor buildings have a 
glossed over feel. 

Inaccuracies aside, the city feels 
real enough for the purposes of a 


Microsoft 


Windows 


95/98, 200 MHz Pentium, 16 MB of RAM, 
2X CD-ROM 


2-8 players, 


Spinning wheels in the windy city 


racing game. Pedestrians and traf- 
fic choke the streets as they go 
about their daily business, regu- 
lated by changing traffic lights. 
The sidewalks are lined with street 
signs, garbage cans, trees, news- 
paper vendors... and they are all 
interactive. The visceral feel of tak- 
ing a shortcut across a plaza, 
plowing through obstacles and 
innocent bystanders with equal 
aplomb, is difficult to dismiss. 
Some objects are indestructible, 
but most of the game’s miscella- 
neous scenery will succumb to off- 
road onslaughts in a satisfying 
fashion. Garbage and newspaper 
machines explode in clouds of lit- 
ter and newsprint, and pedestrians 
freeze like deer and then dive for 
cover (it is not possible to actually 
hit a pedestrian—the game is 
strictly a “PG” venture). Other cars 
are equally interactive, and 
depending on traffic density, 
fender benders and full-blown 
pileups are common. 

Therein lies one of Midtown 
Madness’ most prominent prob- 
lems. Many of the races are gruel- 
ingly difficult, and even at amateur 
level the time limits for completing 
blitz and checkpoint races are far 
too severe. In such situations traffic 
is more of an annoyance than a 
challenge. Traffic patterns vary 
from race to race, and because 
even a single accident often results 
in the loss of the race, success in 
races that involve traffic is reduced 
to coin-toss randomness. Circuit 
races avoid the problem by elimi- 
nating random traffic altogether, 


Interactive and expansive environment, 
entertaining multiplayer race modes 


Shallow physics and performance mod- 
els, difficult single-player races with 
largely random outcomes 
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Panoz GTR-1 
Carnb ito the Cockpit arkt mocnet past 
taffic—but don't fet the cops see you 


Call the police! Somebody stole the 
lion statues from the front of the 
Art Institute! 


A jumbo jet taking off from Meigs 
Field? Whatever... 


The game features ten different 
vehicles for the player to drive 
(some better than others) 


Jumping the Chicago River while the 
bridges are up is an... uplifting... 
experience 


' but they eliminate the game’s liv- 
ing city appeal in the process. A 
better solution would be to 
increase the race time limits to 
allow for random acts of traffic— 
| even a greater degree of variation 
in the game’s two difficulty set- 
tings would not be amiss. 

Variation between the different 
cars in the game is ample—each car 
has its own look, sound, and feel. 
The city bus is slow but has a lot of 
mass and momentum; the Panoz 
GTR-1 is fast and twitchy, and its 
low ground clearance turns even 
roadside curbs into obstacles. 
Player cars display damage visually 
as well—a surprising feature given 
the reluctance that most auto man- 
ufacturers have when it comes to 
showing their products in less- 
| than-perfect condition. A good 
variety of cars (from the 
Volkswagen Beetle to the Mustang 
GT) are available from the start, 
but special vehicles such as the bus 
and the GTR-1 have to be unlocked 
before they can be driven. 

Overall physics modeling is gen- 
erally unimpressive. Spin-outs and 
accidents feel scripted and artifi- 
cial, and once the rules-based 


physics engine has decided that 
you have lost control of your vehi- 
cle, it is impossible to do anything 
other than ride it out and hope for 
the best. Better hope to avoid 
police patrols while you are at it— 
police cruisers will relentlessly 
chase and ram your car, cheerfully 
disregarding public safety and the 
laws of physics. These uber-police 
are able to accelerate from zero to 
sixty in less than a second, and 
apparently maintain their grip on 
the road by magical means. 

Internet play is a saving grace 
for this game—a multiplayer-only 
“cops and robbers” race variant 
makes up for a lot of shortcomings 
in the single-player races. Players 
choose teams (cop or robber) or 
go it alone in a race to recover a 
bar of gold and carry it back to 
their headquarters. It has all the 
excitement and chaos of a down- 
town car chase, with less of the 
frustrating randomness of the sin- 
gle-player race modes. It is a pity 
that this variant is not present in 
the single-player games—it might 
have brought this title closer to 
the greatness it deserves. 
—Benjamin E, Sones 
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In a galaxy dominated 
by the uncaring Empire of 
Man, the mystic Eldar® 
must battle the evil, bio- 
engineered Tyranids®! 


RITES OF WAR™ 
thrusts you into the elec- 
trifying WARHAMMER® 
40,000 Universe! Based 
on the award-winning 
Panzer General® II 
same system, this 
turn-based strategy 
game Is easy to play, but filled with 
deep strategies that are a challenge to master. 
Substantially upgraded from its famous predecessor, 
units are twice as large and animate when they 
move, attack and die. 

And when. it comes to battle, you won't be alone — 
cooperative and head-to-head multiplayer support 
will hone your survival skills! 
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ith Fleet Command, Jane’s 

moves away from the in-the- 

cockpit simulation genre, 
putting you instead in the position 
of Commander of the Fleet. The 
game combines real-time strategy 
and action, and gives you control 
aircraft carriers, destroyers, cruis- 
ers, submarines, and all sorts of 
aircraft—a vast arsenal of ships and 
weapons are available for would- 
be Captains. Although not as real- 
istic as Harpoon, it delivers fun and 
exciting game play. 

There are four excellent tutorials. 
Each one takes the player through 
essential steps to playing the 
game, and are some of the most 
thorough seen in a game of this 
sort. They are thorough enough to 
allow you to play the game with 
only a casual glance at the manual. 
There are over 30 single missions 
and one campaign consisting of 
four interrelated scenarios. The 
Carrier Battle Group starts in the 
Indian Ocean where India is threat- 
ening to invade its island neighbor 
Sri Lanka. If you survive with a high 


COMMAND 


Real-time strategy 


~ Jane’s Combat 


Simulations 
Windows 
95/98, 200 MHz Pentium or higher, 32 
MB of RAM, 8X CD-ROM, 3D accelerator 


Fleet Command 


Fleet action on the high seas 


ARLEIGH BURKE bOGSS 
CLASS: ARLEIGH BURKS 
TRACK #; QO5E 
COURSE: OF4 

SPEED: 49 KTS 
*®DAMAGE: $08 
ORDERS: Trensit 


Tis: $2:06 Time SCALE: 2x 


enough score, you continue to the 
Strait of Malacca where you face 
the Chinese and a small Russian 
fleet, the Taiwan Strait, and the 
final showdown at the Kuril Islands 
around Japan where you face a 
resurgent Red Fleet. After success- 
fully completing each mission, 
your fleet will re-supply, rearm, 
and be reinforced for the next sce- 
nario. As you are reinforced after 
each mission, loss of ships do not 
seem to affect the next mission in 
the campaign. 

Jane’s did a good job on 
graphic details. There are 3D views 
of all platforms, weapons, and 
objects in the game complete with 
smoke and visible battle damage. 
You can watch aircraft launch/ 
land, follow missiles/torpedoes to 
the target, and even watch the 
rescue of a downed pilot. There is 
also a detached camera view, a fly 
by camera view, and an action 
camera view. These can all be 
switched to full screen mode and 
allow you to view the fast paced 
action of the game. Each camera 
view can be rotated for a better 
view of the action. 

The game interface is easy to 
use. A platform is selected by 
clicking the left button of the 
mouse over an object. Clicking the 
right button of the mouse brings 
up a menu of commands for that 
platform. It is a simple matter to 
select and left click on a com- 
mand. Multiple platforms can also 
be selected a la Command & 
Conquer by drawing a box around 


Excellent blend of RTS and action 
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"| like this game. | 
agree the manual 
leaves a lot to be 
desired. It does both- 
er me that when an 
incoming is identi- 
fied, a fighter doesn't 
automatically kill it.” 
—Steve Harris 
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"I'd really hate to 
havetobuythe | 
(hopefully) forthcom- it undergoes 
ing "strategy guide” 
to learn how to really 
play this game." 
~Mark Sterner 


Friendly ships wait until the last moment 
to defend themselves, often resulting in 
battle damage or worse 


[first] The game includes weather, 
although it’s unclear what tactical 
and operational effect it has on 
gameplay 

[middle] A carrier battle group 
arrayed for a fight; the position tags 
(which may be turned off) act as an 
integrated and simplified form of 
Harpoon’s formation editor 


[last] A sub’s-eye view of a fleet 
that’s had a very, very bad day 


[left] The full-screen 3D view doesn’t 
offer you any control over the game, 
but it tells you in a most violet fash- 
ion what’s happening to the vessels 
under your command 


the craft you wish to select. A sim- 
ple right click of the mouse then 
brings up the orders menu for the 
selected group. There are also a 
number of hotkeys that help speed 
up game play and mission orders, 
which are useful during the heat- 
of-battle. The game allows you to 
issue orders while the game is 
paused; however, you may only 
issue aircraft launch orders to the 
aircraft carrier. 

The manual is smaller than we re 
accustomed to getting from Jane’s. 
It is only 45 pages as compared to 
F-15's 200 page tome. It explains 
the menus, but lacks the section on 
combat tactics that Jane's usually 
includes with their other products. 

Ships and planes will automati- 
cally launch countermeasures when 
under attack. However, ships will 
not automatically fire SAM missiles 
at enemy anti-ship missiles, 
instead waiting until the last sec- 
ond to fire their close-in air defense 


guns as the incoming missiles close 
on the ship. Only if you issue spe- 
cific fire orders will SAMs be 
launched at a specific missile. 
Aircraft react the same way. 
Aircraft ordered to identify a target 
will identify it as hostile or neutral 
and return to patrol. However, if 
the target is hostile, the aircraft will 
turn and head for home without 
firing a shot. In the real world when 
aircraft or ships are identified as 
hostile, friendly ships and planes 
will automatically fire on the 
enemy without waiting for orders. 
This lack of self-preservation is 
annoying but does not detract 
seriously from game play. 

Overall, Fleet Command is a 
good combination RTS and action 
game which is fun to play. It may 
not satisfy the hardcore war 
gamers, but will appeal to the 
“beer and pretzels” war and 
action-strategy gamers alike. 
—Hosea Battles 
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ma ‘DESCENT 3’ In-depth, 
diverse levels with mul- 

= tiple objectives for each 
== mission. Real-time 
j lighting, new weapons, 

1 & new ships. LAN, 
=> modem, or TCP/IP play 
with up to 8 players. All 

| objects have mass, 
velocity, moments of 
inertia, and other real- 
world properties. 


Launch a missile and 


see your enemies 
| rocked back from the 
blast impact. Over 30 
| all new Bots! Robots 
attack and defend in 
| teams, summon back- 
up help, retreat, hide, 
j}and sometimes just 
sweep the floor. 
Interplay (Action) 
Release: 6/99 


‘HEAVY GEAR 2’ New 3-D hard- 
ware-only engine enables you to 
experience a new level of light- 
ning fast combat action, as well 
as indoor battles, realistic 
physics, & photo-realistic terrain 
| & graphics. Battlefields are set on 
multiple planets and include 
swamps, grasslands, volcanic 
areas, arctic zones, & urban base 
sites. New mission design allows 
complex squad commands. 
Activision (Action) 

Release: 7/99 

PC CD 


‘DRAKEN’ is a 3D action/adven- 
ture game played in 3rd person 
perspective. A young heroine 
named Rynn & an ancient, pow- 
erful dragon named Arokh jour- 
ney through 14  multi-mission 
levels in 5 unique fantasy worlds 
to fight and defeat an evil sorcer- & 
er and his monstrous minions. §, 
Enjoy an action-packed game of =." 
sword-fighting, exploration, and 
aerial (dragon-flying) combat. 
Psygnosis (Action) 
Release: 7/99 

PC CD 


"MECH WARRIOR 3' ist-person 
experience with cockpit, Head-Up 
Display, & outside view option. 
|Mechs can carry up to 10 
weapons, firing individually or 
grouping them. Training, Single- 
Player, Single Scenarios, & 
Multiplayer Modes. LAN or 
modem, supporting up to 8 play- 
ers. Choose all-out solo war or 
split into two teams that fight | 
each other. 
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Release: 6/99 

PC CD 
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‘SILENT HUNTER Il’ recreates 
the desperate battles in the 
Atlantic between Hitler's infa- 
mous U-boat force and British 
and American convoys. Multi- } 
player mode for hot wolf pack 
action and cooperative play over 
the Internet or LAN. Multiple diffi- | 
culty levels and enhanced dynam- 
ic campaign complete the most 
detailed and realistic environment 
yet seen in a naval simulation. 
Mindscape (Simulation) 
Release: 10/99 

PC CD 


‘DESERT FIGHTERS’ True 3D 
cockpits of aircraft from the North 
African theatre of WWII. Fly for 
the United States, Great Britain, 
Italy or Germany. Low level air-to- 
air and air-to-surface missions 
through canyons, over dunes, and 
through sand-storms. Over 30] 
authentic aircraft and 200 ran- 
domly generated missions in solo & 
or multiplayer mode. 
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10th Planet 08/99 $48.99 Gulf War:Op DesertHmr 09/99 $44.99  Rollcage 03/99 
A War in Heaven 10/99 $19.99 Half Life 11/98 $29.99 
Abomination 11/99 $39.99 Half Life: Oppsing Fre 10/99 $29.99 Saboteur 11/99 
Alien Ressurection 10/99 $48.99 Sanity 12/99 
Heavy Metal 02/00 $46.99 Sin Mission Pack 1 02/99 
Amen: The Awakening 08/99 $48.99 Hidden & Dangerous 07/99 $44.99 Slave Zero 06/99 
Animaniacs: Splat Ball 09/99 $24.99 Hired Guns 09/99 $39.99 Soldier of Fortune 09/99 
BankHeist 12/99 $39.99 South Park 03/99 
Battlecruiser Strk Pk 03/00 $39.99 Space Marine Ambush 07/99 
Loose Cannon 09/99 $44.99 Spec Ops 2 09/99 
Battlezone Level Pack 04/99 $18.99 MDK2 10/99 $44.99 Special Forces 09/99 
Battlezone: Red Odyssey 04/99 $27.99 Star Trek Kling Hnr Grd 10/98 
Beatdown 05/99 $39.99 Maximum Overkill 07/99 $44.99 — Starlancer 09/99 
Beneath 09/99 $48.99 Starshot 07/99 
Blood 2 12/98 $39.99 Metal Fatigue 09/99 $35.99  Starsiege: Tribes 12/98 
C&C: Commando 09/99 $44.99 Midtown Madness 05/99 $39.99  Starsiege Tribes 2 11/99 
Carmageddon 2 11/98 $39.99 Mission Impossible 09/99 $38.99  Starsiege: Tribes Gold 09/99 
Creed 07/99 $44.99 Mob Rules 09/99 $39.99 
Critical Depth 09/99 $48.99 Monstro! 42/99 $44.99 | ‘HALF-LIFE: TEAM FORTRESS | 
DF Jedi Knight W/ Sith 09/98 $29.99 2’ will change the way online| § 
Navy SEALs 12/99 $49.99 | games are played. Experience the] . 
Delta Force 10/98 $29.99 NoOneLives Forever 11/99 $46.99 | thrill of battle while performing as 
Delta Force 2 09/99 $44.99 Obi Wan 04/00 $48.99 | part of a team or battle squadron. | # 
Demolition Racer 09/99 $44.99 Oni 09/99 $44.99 | Closely approximates real-life | "aa 
Planet of the Apes 10/99 $44.99 | battle & enables new & experi-| 
Descent 4 03/00 $45.99  Profiteer 09/99 $45.99 | enced players to play together in| 
Descent: Freespace 2. 11/99 $44.99 Quake 2 12/97 $24.99 | a Challenging way. 
Devastator 07/99 $44.99 Quake 2MissionPk1 06/98 $18.99 | Eidos (Roleplaying) 
Quake 2 Net Pack 1 o2/99 $13.99 | Release: 11/99 
PC CD 
Evolva 09/99 $44.99 Rainbow Six 08/98 $29.99 
Flash Point 06/99 $37.99 Rainbow 6: Eagle Watch 01/99 $19.99 | HALF LIFE 
Forsaken 05/98 $29.99 Rebel Moon Revolution 08/99 $36.99 |Melease: NOW 
Galleon 06/99 $46.99 Red Fury 11/99 $42.99 
Giants 09/99 $44.99 Requiem 04/99 $39.99 Str Trk: DS9 Fallen 11/99 
Gromada 08/99 $42.99 Resident Evil 2 03/99 $29.99 
Guardians of Darkness 06/99 $44.99 Rogue Spear 09/99 $44.99 Swat3:Close Quarters 11/99 
COMPUTER GAMES: SIMULATION 
TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE 
Gunship 3 09/99 $48.99 MS FS 98 MegaScenery 11/98 
3D Railroad Master 10/98 $49.99 Hi Octane 06/95 $15.99 MS FS 98: RAF 01/99 
3D Ultra RC Racing 10/99 $38.99  iF/A-18E Carrier Strk Fgtr 08/98 $37.99 MS Flight Sim 98 09/97 
Independence War 09/98 $29.99 MS Flight Sim 2000 09/99 
ATF Gold 03/97 $12.99 Independence War 2 11/99 $44.99 MS FlightSim 2000 PE 09/99 
Air Warrior 3 12/97 $36.99 Independence War Dix 06/99 $37.99 MS Flight Sim Triple Pk 08/98 
Apache Havoc 04/99 $39.99 Jane's USAF 09/99 $44.99 
Apollo 18 03/99 $35.99 Jeff Gordon XS Racing 05/99 $38.99 
Archimedean Dynsty 11/96 $14.99 Jet Warrior-Vietnam 06/99 $44.99 Monster Truck Madnss 2 07/98 
Ares Rising 09/98 $19.99 Joint Strike Fighter 12/97 $24.99 Moto Racer GP 2 11/98 
Armored Fist 2 10/97 $25.99  Ka-52 Team Alligator 12/99 $44.99 Motocross Madness 08/98 
B-17 Flying Fortress 2 11/99 $46.99 LeMans 24 Hours 06/99 $37.99 Motorhead 03/99 
Luftwaffe Commander 12/98 $49.99 
Burnout Chmp Drgrcg CE 11/98 $37.99 M1 Tank Platoon 2 04/98 $18.99 Need for Speed 2 SE 11/97 
Comanche Gold 05/98 $29.99 M1 Tank Platoon III 04/00 $46.99 Need for Speed 3 09/98 
Mars Maniacs 06/99 $36.99 
Curse You! Red Baron 06/99 $19.99 MW 2 Add-On 12/95 $11.99 Newman-Haas Racing 2 05/99 
Dawn of Aces 12/98 $28.99 MW Mercenaries 09/96 $18.99 Official Formla One Reng 08/99 
Deep Fighter 09/99 $44.99 MW Mercenaries 3Dfx 07/97 $12.99 Panzer Commander 05/98 
Desert Fighters 10/99 $44.99 
EF 2000 V 2 07/97 $19.99 MW 3: Exp Pack 12/99 $28.99 Powerslide 12/98 
F-15 3/9 s3a.99 | PLY!’ Choose from 1 of 5 prop} 
or jet aircraft. Time-of-day &} 
F-22 Lightning 3 5/99 $39.99 | Passage of time, global flight) 
F-22 Raptor 12/97 $19.99 | area, worldwide elevation terrain} 
F1 ‘98 05/99 $35.99 model, & true Satellite imagery. 
; Realistic cockpit & avionics sys-| 
F22 Total Air War 10/98 $38.99 tems, GPS navigation, & air traf 
rT, 12/91 $9.99 fic. Built-in GPS navigation sys-| 
tems for each aircraft allow) 
Falcon 4.0: MiG 29 ag/99. $32.99 | iMStant & accurate navigation at) 
any time, anywhere in the world. | 
Falcon Gold 07/94 $19.99 Multio| infeniats rt. 
Fighter Ace 2 11/99 $43.99 | UP POF | 
1 . GOD (Simulation) 
ight Combat: Thdr Erpe 09/99 $46.99 Release: 7/99 
Flight Unlimited 2 12/97 $19.99 PC CD : 
Flying Corps Gold 02/98 $18.99 MS Combat FS: Cbt Plt 1 02/99 $24.99 Privateer 2 SE 12/97 
G-Nome 02/97 $18.99 MS Combat Flight Sim 11/98 $48.99 Pro Pilot 2000 08/99 
Grand Prix 500 09/99 $28.99 MS FS 98 Air Races 04/99 $18.99 RC Stunt Copter 06/99 
GorkaMorka 09/99 $39.99 MS FS 98 Flight Bag 05/99 $29.99  ReVolt 08/99 
Grand Prix Legends 10/98 $19.99 MS FS 98 Inst Airpln Mkr 02/99 $26.99 Red Baron 2 12/97 


$34.99 


09/99 
06/98 


06/98 


X-Wng v Tie W Binc Pwr 10/98 
©1999 CHIPS & BITS, INC 


$39.99 
$44.99 
$44.99 


PRICE 
$39.99 

$9.99 
$39.99 
$43.99 


$39.99 
$38.99 
$26.99 


$26.99 
$18.99 
$22.99 


$29.96 
$25.99 
$44.9¢ 
$33.99 
$19.99 
$44.9¢ 
$37.9¢ 
$48.9¢ 
$46.96 
$44.96 
$37.96 
$46.9¢ 
$37.96 
$44.96 
$19.96 
$18.96 
$19.96 
$44.96 
$19.95 
$26.95 


$26.95 
$37.95 
$44.9: 

$9.91 


$29.95 
$39.95 


TITLE 
7th Legion 
AD&D Birthright 
Admiral Sea Battles 


Age Empires Finl Congst 07/98 $ 


Age of Empires 


Age of Empires Gold Ed 04/99 ; 


RELEASE 
10/97 
07/97 
11/96 


10/97 


Age of Emprs Cnqst Ages 10/98 
Age of Emprs Rise Rme_ 11/98 


Allegiance 


Armies of Armageddon 


Armored Moon 
Army Men 
Army Men 
Army Men 


© PMP 


Army Men Air Attac 


Axis & Allies 


Axis & Allies Iron Blitz 


Aztec 


Battlecrser 3000 AD V2 


Blood & Magic 
C & C Red Alert 


C&C Gold Bundle 
C&C Gold W95 


C&C Red Alert Arsn 


k 


02/97 
12/98 


C&C Sole Survivor Online 12/97 


C&C Worldwide Warfre 


Caesar 3 
Caesar 3 Exp Pck 
Capitalism Plus 


vilization 2 Scen 
ivilization II 


ee 


olonization W95 
Ommandos 


uest 
uest Earth 


Con 
Creatures 2 
Creatures 2 Deluxe 
Creatures 3 
Creatures Life Kit 1 


C 
Cong New World DI 
C 


Civ 2 Fantasy Worlds 


vilztn Call Pwr Miss 


Cmmndos:Bynd Call Duty 04/99 
C 


x 


q 
q 

Conquest New World 2 
quest: Frntr Wars 


12/98 
10/98 
10/99 
05/97 
11/97 


Civ 2 Multiplayer Gold Ed 12/98 


11/96 | 
05/00 $ 
11/99 | 


02/99 
09/98 
11/96 
09/99 
09/97 
11/99 
06/99 
09/98 
03/99 
10/99 
01/98 


NEW Low 
PRICES! 


PRICE 
$10.99 
$27.99 


$19.99 
$19.99 
$29.99 

$9.99 
$46.99 

$9.99 
$48.99 
$48.99 
$35.99 
$38.99 
$37.99 
$14.99 


COMPUTER GAMES: STRATEGY 


TITLE 


Cutthroats 

Dark Colony 

Dark Reign 2 

Dark Reign Futre War 
Dark Reign MP 1 


RELEASE 
Crusaders of Might&Mgc 11/99 


08/99 
08/97 
09/99 
09/97 


04/98 


Dark Reign MP 2 
Deadlock 2 

Diplomacy 

Disciples: Sacred Lands 
Dominant Species 
Dominion Storm 

Dune 2000 

Dungeon Keeper 


Dungeon Keeper Gold 
Earth 2140 

Earth 2150 
Emergency 
Emergency Room 2 
Emperor of Fadng Suns 
Empire of the Ants 
Enemy Nations 
Entrepreneur 
Entrepreneur Corp Exp 
Evolution 

Extreme Tactics 

Final Countdown 


Force 21 


Fragile Allegiance 
FreeLancer 
Galilean Conflict 
Gangsters 

Global Domination 
Hardwar 


07/98 
03/98 
11/99 
05/99 
10/98 
06/98 
09/98 
07/97 


04/98 
10/97 
09/99 
09/98 
03/99 
01/97 
02/99 
04/97 
10/97 
04/99 
01/98 
10/98 
04/99 


07/99 


03/97 
12/99 
02/99 
12/98 
11/98 
08/98 


Hero MM 3: Armgddn Blde12/99 


Heroes M&M 2 Exp Pk 


PRICE 
$44.99 
$39.99 
$12.99 
$48.99 
$22.99 
$19.99 


TITLE 
Heroes M&M 2 Gold 


History of World 
Hollywood Mogul v2.5 


Imperialism 


RELEASE PRICE 


12/98 


05/97 
12/97 


08/97 


$18.99 


$12.99 
$29.99 


$19.99 


$26.99 
$19.99 
$46.99 
$44.99 
$29.99 
$19.99 
$19.99 
$14.99 


$19.99 
$14.99 
$44.99 
$19.99 
$29.99 
$18.99 
$42.99 
$19.99 
$38.99 
$24.99 
$29.99 
$48.99 
$44.99 


$45.99 


$14.99 
$48.99 
$35.99 
$29.99 
$39.99 
$14.99 
$24.99 
$17.99 


Imperium Galactica 
Imperium Galactica 2 
Incubation 
Incubation:Wilderness 
Industry Giant 


KKND 2 

KKND Extreme 

Knights & Merchants 
Legend of the Five Rings 
LEGO Rock Raiders 
Liberation Day 

Lords of Magic 

Lords of Magic SE 
Lords Realm 2 

Lords Realm 2 Exp Pk 
Machine Hunter 

Magic & Mayhem 
Magic Spells of Anct 
Magic the Gathering Gold 
Magic:the Gathering 
Majesty 

Malkari 

Master of Orion 2 

MAX 

MAX 2 
MechCommander 
MechCommander 2 
MechCommnar Exp Pck 
Monopolization 

MTG Duels of Pineswikr 
Myth 


©1999 CHIPS & BITS 


INC 


05/97 


Eidos (Strategy) 
Release: 9/99 


your friends via 
modem and internet play. 


‘JAGGED ALLIANCE Il’ features 
over 50 characters, each with 
unique speech, body, and atti- 
tude. Plan your strategy in turn- 
based mode, or play in fast and 
furious real time. Cut supply 
lines, call in air strikes, and 
maneuver vehicles in state-of- 
the-art tactical combat. Take on 


network, 


06/97 
09/99 
10/97 
05/98 
04/98 


10/98 
10/97 
10/98 
12/99 
09/99 
03/98 
12/97 
11/98 
11/96 
06/97 
10/97 
05/99 
10/97 
10/99 
03/97 
05/99 
04/99 
11/96 
12/96 
06/98 
07/98 
10/99 
06/99 
09/99 
02/98 
11/97 


Talonsoft (Strategy) 
Release: 10/99 
PC CD 


$32.99 
$38.99 
$38.99 
$19.99 
$36.99 


$34.99 
$19.99 
$39.99 
$42.99 
$42.99 

$9.99 
$34.99 
$39.99 
$19.99 
$28.99 
$39.99 
$39.99 
$12.99 
$42.99 
$12.99 
$48.99 
$37.99 

$9.99 
$15.99 
$25.99 
$22.99 
$48.99 
$29.99 
$37.99 
$18.99 

$9.99 


‘CUTTHROATS: TERROR ON THE HIGH 
SEAS’ Command a pirate ship, with a crew 
of scurvy knaves, a handful of cannon, and 
the whole of the Caribbean to plunder. You'll 
attempt to make your fortune by engaging in 
terror, violence, robbery and extortion. Fight 
realistic battles with 6 types of customizable 
ships. Raid coastal towns; explore the 
Caribbean; bribe, threaten, & extort; trade, 
buy supplies, fence stolen goods; build your 
fleet & expand your army. 


TITLE 
Myth 2 v1.1 
Netstorm 
O.R.B. 
Orcs:Revenge of Ancient 
Outpost 2 
Pax Imperia 2 
Politika 
Populous 3 
Profitania Deluxe 
Railroad Tycoon 2 


Rebellion 

Rebellion W/ Strat Gde 
Risk 

Risk 2 

Rival Realms 
RoboRumble 


Ruthless.com 

Sentient 

Sentinel Returns 
Settlers 2 Gold 

Settlers 2 Mission Disk 
Settlers 3 
Settlers 3 Mission 
Settlers 3 Mission 2 
Seven Kingdms Anc Adv 
Seven Kingdoms 


Shadow Company 
Shadowpact 
SimCity 2000 Spec Ed 


SimMars 
SimSafari 
SimTunes 
Soldiers at War 
Star General 


Star Trek: Armada 


arcraft 

arcraft Brood Wars 
tarcraft Insurrection 
tarcraft Retribution 
ars Twinpack 
arship Diplomacy 
Stellar Frontier 
Submarine Titans 
SWAT 2 


HNN D DY 


Theme Hostpital 
Total Annihilation 


Total Annitn Cr Ctgcy 
Tot! Annhitn Bttl Tctcs 
Tribal Rage 

Uprising 

Uprising 2 

Wall Street Tycoon 
Wall$treet Trader 99 
War of the Worlds 
WarBreeds 

Warcraft 2 Platinum 
Wargames 

Wargasm 

Warhmmr 40K Chs Gate 
Warlords 3 


Warlords Battlecry 
Warlrds 3 Drk Lrd Rsg 
WarTorn 

Warwind 2 


Worldcraft Pro 
Worms 2 


X-Com Apocalypse 
Yoot's Tower 


RELEASE 
01/99 
11/97 
11/99 
09/99 
09/97 
11/97 
11/97 
11/98 
03/99 
11/98 


03/98 
01/99 
11/96 
11/99 
07/99 
12/98 


11/98 
05/97 
10/98 
04/97 
03/97 
11/98 
04/99 
08/99 
06/98 
12/97 


05/99 
11/99 
04/97 


09/99 
03/98 
12/96 
05/98 
12/96 


11/99 


04/98 
12/98 
08/98 
01/99 
06/98 
10/99 
08/99 
10/99 
07/98 


04/97 


10/97 


04/98 
08/98 
06/98 
10/97 
12/98 
09/99 
12/98 
01/99 
03/98 
09/99 
07/98 
01/99 
11/98 
08/97 


11/99 
08/98 
06/99 
11/97 


02/99 
01/98 
08/97 
04/99 


PRICE 
$27.99 
$19.99 
$44.99 
$48.99 
$19.99 
$26.99 
$18.99 
$24.99 
$29.99 
$34.99 


$28.99 
$46.99 
$19.99 
$44.99 
$42.99 
$26.99 


$9.99 
$39.99 
$26.99 
$19.99 
$11.99 
$27.99 
$18.99 
$19.99 
$34.99 
$35.99 


$37.99 
$43.99 
$18.99 


$44.99 
$19.99 
$25.99 
$27.99 

$9.99 


$44.99 


$34.99 
$24.99 
$26.99 
$19.99 
$27.99 
$48.99 
$44.99 
$39.99 
$29.99 


$14.99 


$19.99 


$20.99 
$19.99 
$34.99 
$12.99 
$21.99 
$37.99 
$39.99 
$29.99 
$19.99 
$39.99 
$39.99 
$24.99 
$44.99 

$9.99 


$44.99 
$37.99 
$44.99 
$19.99 


$39.99 
$18.99 


$14.99 
$35.99 


‘AGE OF EMPIRES 
Il’Proceed from the Dark 
'Ages to the  Fuedal, 
| Castle, & Gunpowder 
Ages in 13 civilizations. 
Create formations & gar- 
| rison units, and choose 
| directions. Board & cap- 
| ture ships, and choose § 
unit behavior with multi- 
ple aggresion levels. 
Includes random maps, 
Campaigns, & scenarios. 
Separate economic & 


military diplomacy. 


Microsoft (Strategy) 
Release: 10/99 
PC CD 


‘WARHAMMER 40K: RITES OF 
WAR’ transports you to the 
Warhammer 40,000 universe to 
lead warriors in a struggle for sur- 
vival. 24 mission campaign fea- 
tures a well crafted story, detailed 
atmosphere, & varied victory con- 
ditions. Over 70 3D units from 
Warhammer 40k. Cooperative & 
"| head to head multiplayer support 
for up to 4 players. 


Mindscape (War) 
Release: 6/99 
PC CD 


‘BRAVEHEART’ Follow in the foot- 
steps of Scottish hero William 
Wallace, taking on the English 
army to gain your freedom! 
Combines real-time strategy with 
global management in a war 
between sword-wielding Scottish 
clansman & expansionist English 
forces. With the latest 3D engine 
and state-of-the-art motion cap- 
wm ture technology Braveheart deliv- 
j ers unparalleled combat realism. 
Eidos (Strategy) 
Release: 9/99 
PC CD 
a ‘TOTAL ANNIHILATION: KING- 
. 4 2 DOMS’ This fantasy real-time 
ex: — Strategy game engages you in the 
struggle of good against evil and 
magic against technology. New 
story line, 3-D articulated units, 
missions, multiplayer maps & 
worlds. Four selectable sides to 
choose from, each with its own 
unique magical & technological 
abilities. 


GT Interactive (Strategy) 
Release: 7/99 
PC CD 


‘COMMAND & CONQUER a: 
TIBERIAN SUN’ New _ engine, 
improved controls, dynamic 3D 
terrain, & multiple levels of war- 
fare. Interactive & kinetic battle- 
@ field, ion storms, ice fields & 
more. Play solo skirmishes or 
take on your computer in full 
Campaign Mode. Connect with up 
to 8 friends over IPX or LAN, or 
one-on-one over modem. 


Virgin (Strategy) 
Release: 7/99 
PC CD 


‘STAR TREK GENERATIONS: 
BIRTH OF THE FEDERATION’ 
Manage resources, solar systems, 
and trade routes. Construct, 
maintain and refit a Starship fleet 
-- and engage in turn-base 3-D 
space combat! Features multiple 
Skill levels, galaxy sizes and other 
options for long-term replayabili- 
ty. Multiplayer support for up to 
five players via LAN, direct con- 
nect, modem and internet. 
Microprose (Strategy) 
Release: 6/99 


‘BALDUR’S GATE: TALES OF T 
| SWORD COAST’ 

Interplay (Roleplaying) 
Release: PCCD 


rie 
HE 


rules . 
sters to 


‘BALDUR’S GATE: 
EXPANSION PACK 2’ 


Interplay 


(Roleplaying) 
Release: 12/99 


PC CD 


‘BALDUR’S GATE’ uses 
a real-time modification 
of the 
Dungeon 


Advanced 
& Dragons 
Over 60 mon- 
fight; you con- 


trol a party of six, each 
with unique abilities 
and personas. 


Interplay 


(Roleplaying) 


Release: NOW 


PC CD 


‘REVENANT’ 
D’Averam, a warrior brought back 
to life by a ruthless warlord. Your 
memories & abilities return as the 
game progresses. Using a mix of 
hand painted 2-D backgrounds & 


You play Locke 


3-D _— real-time —characters, 
Revenant takes you on a journey 
‘across the huge island of 


Ahkuilon. Dynamic & static light- 
ing, & LAN & TCP/IP multiplay. 


Eidos (Roleplaying) 
Release: 9/99 
PC CD 


character classes with unique 
attributes & abilities. Four differ- 
ent, fully populated towns, multi- 
ple dungeons, caverns & crypts. 


quests, weapons, spells, armor, & 
monsters. Advanced combat sys- 
tem which incorporates class- 
specific fighting techniques & 
Spells. 


Blizzard (Roleplaying) 
Release: 11/99 
PC CD 


‘DIABLO Il: INFERNO’ Five new | 


Expanded world filled with all-new 


‘DARKSTONE’ bring together 7 
Magic Crystals to empower the 
mystical Orb & conquer Drakk. 
Features simultaneous control of 
2 characters, over 30 levels with 


of weapons & spells, males & 
females from 4 classes (Warrior, 
Thief, Magician, Priest), over 80 
enemies, and network & Internet 
play. Compatible with all D3D 
boards. 

GOD (Roleplaying) 
Release: 7/99 

PC CD 


| 1,000s of possible quests, dozens { 


‘OMIKRON: THE NOMAD SOUL’ 
The game takes place in a parallel 
universe, in the domed city of 
Omikron. The player places his 
soul into the body of an Omikron 
resident, roams the streets, talks 
‘to people, drives anti-gravity vehi- 


dies, his soul is transferred into 
the body of the first person who 
touches the dead body. 
Eidos (Adventure) 
Release: 10/99 

PC CD 


cles, and fights in 3-D (with bare iim 
hands or laser). When the body 


Omikon: The Nomad Sou 


mm a 


is based on the FIA Formula One 
1998 season data. Eleven teams 
and their cars are represented in 
the game, along with 16 circuits 
from the season. Formula One 
brings a new level of realism and 


well as multiplayer action for up to 
12 players. 


Eidos (Simulation) 
Release: 9/99 
PC CD 


SPlus899pg3 


‘OFFICIAL FORMULA 1 RACING’ 


| excitement to Formula 1 racing as | 


RACIHIVG 


ew Web 
Neldress! 


\ 


rre 


Ae Cre) pile 


UI 


COMPUTER GAMES: ROLE PLAYING 


Neophyte Episode III 
Nox 
Odium 


Rage of Mages 
Rage Mages 2:Necrmncr 


Shattered Light 
Shattered Light w/Book 
Silver 

Star Trk Final Unity 
Stonekeep 


The Summoner 
Throne of Darkness 


Ultima Online: 2nd Age 
Ultima Underworld 2 


04/99 
06/99 
09/99 


10/98 
08/99 


04/99 
04/99 
05/99 
07/95 
11/95 


01/00 
11/99 


11/98 
12/92 


Vampire: The Masquerade 11/99 


Werewolf: Apocalypse 


Wizardry Gold W95 


AD&D Collector's Ed. 07/98 $15.99 Final Fantasy VII 06/98 $19.99 Lands of Lore 3 04/99 $44.99 
Final Fantasy VIII 11/99 $48.99 Legcy Kain Bld Omn 09/97 $18.99 
Ananchronox 09/99 $48.99 Good & Evil 09/99 $48.99 
Asheron's Call 10/99 $48.99 Gothic 01/00 $44.99 Legend of BladeMaster 09/99 $44.99 
Baldur's Gate 12/98 $39.99 Gothica 09/99 $48.99 Middle Earth 03/00 $48.99 
‘MIGHT & MAGIC VII: FOR é 
Baldrs Gate Exp Pk 2 12/99 $23.99 BLOOD AND HONOR’ continues vation: all vi" 
Baldur Gate w/Exp 1 10/99 $48.99 | Where the last one left off, taking 15-5 semaagemt |Y > 
alae 04/99 $45.99 | players to another continent in 
Clans 06/99 $43.99 | the world of Enroth. The world is 
Dark Stone 06/99 $42.99 | nopulated by intelligent non- 
Dawn of Darkness 06/99 $39.99 player characters & beasts. 
Deus Ex 11/99 $48.99 | Tyrn-based combat, concentrat- 
Diablo 01/97 $19.99 | eq indoor designs with battles 
dana SMAG 10/98 $29.99 | staged in specific rooms (no 
Diablo Hellfire 12/97 $19.99 more goblins in the closet), & 
Diablo Vengeance Pack 12/99 $29.99 customizable keyboard controls. 
: 3D0 (Roleplaying) 
Diablo 2 Expnsn Pck 12/99 $29.99 Release: 6/99 
Disciples of Steel 09/96 $12.99 PC CD 
Fading Suns Nble Armda 09/99 $44.99 Hexplore 09/98 $12.99 Might & Magic 6 04/98 $29.99 
Fallout 10/97 $18.99 Icarus: Sanctuary of Gods 11/98 $26.99 
Fallout 2 11/98 $29.99 Lands Lore 2: Grdns Dst 10/97 $14.99 Might & Magic 8 03/00 $48.99 
COMPUTER GAMES: ADVENTURE 
Time 7 RELEASE ; PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE 
Heart of Darkness 09/98 $32.99 Quest for Glory 5 12/98 $29.99 
7th Guest 09/97 $14.99 Hype: Time Quest 09/99 $39.99 REAH 03/99 $35.99 
Abe's Exodus 12/98 $39.99 I'm Your Man 02/99 $44.99 Rama 10/96 $19.99 
Adrenix Crisis 07/98 $44.99 Real Neverending Story 06/99 $42.99 
Adv of Sailor Moon 01/99 $24.99 Inherent Evil 02/99 $18.99 Red Jack 09/98 $29.99 
Alone in Dark Trilogy 04/97 $24.99 Inherent Evil 2 06/99 $19.99 Redguard 11/98 $27.99 
Alone in the Dark 3 04/95 $18.99  lron John Hawk 01/99 $26.99 Reloaded 05/97 $24.99 
Amber:Journeys Beyond 02/97 $29.99 Jack Orlando 06/99 $43.99 Returnofthe Phantom 07/93 $2.99 
Animaniacs:A Ggntc Adv 06/99 $34.99 Jewels of the Oracle 2 01/99 $27.99 Return to Krondor 12/98 $29.99 
Arcatera 06/00 $44.99 Journeyman Project 2 07/95 $29.99 Riana Rouge 01/98 $24.99 
Armed and Delirious 11/97 $12.99 Journeyman Project 3 02/98 $18.99 
Asghan: The Dragon Slyr 03/99 $39.99  KQ8:Mask of Eternity 12/98 $29.99 Sacred Mirror of Kofun 11/96 $19.99 
Badlands 09/99 $48.99 Leisure Suit Larry 7 11/96 $48.99 person, real-time sequel to the 
Beavis & Butthd DoU = 01/89 $25.99 LI Prince of Persia games. Realistic 
Beyond Time 12/98 $19.99 Lion 12/95 $19.99 animation, devious traps, & a sim- 
Black Dahlia 02/98 $29.99 Long Journey 06/99 $30 ple interface for running, jumping, Aaa 
Blackstone Chroncles 11/98 $19.99 Lost Vikings 2 05/97 $12.99 climbing, & sword fighting. 15 f 
Blade Runner 11/97 $19.99 | Mechosoma 03/99 $44.99 exotic, Persian environments to ie 
Byzantine 10/97 $16.99 Morpheus 10/98 $38.99 explore with original & challenging 
Callhns Ctime Saloon 04/97 $19.99 Muppet Treasure Island 08/96 $35.99 level designs. Tons of devious 
Chaos Continuum 01/94 $9.99 Myst | 03/94 $19.99 traps & puzzles to solve, and more | 
Chronomaster 02/96 $19.99 Myst 2: Riven 11/97 $29.99 than 30 distinct opponents (both 
Curse of Monkey Isle 11/97 $19.99 Myst Collector s Ed 08/99 $42.99 human & fantasy creatures). 
Cyberia 2 09/97 $12.99 Nemesis | 10/96 $16.99 Broderbund (Adventure) 
Cydonia 12/98 $39.99 Nightmare Child 10/99 $44.99 Release: 9/99 
Dark Earth 10/97 $17.99 Nocturne 09/99 $46.99 PC CD 
Dark Side of Moon 12/98 $46.99 Of Light & Darkness 04/98 $24.99 
Dead Unity 02/99 $45.99 Sanitarium 05/98 $19.99 
Dukes Hazzard: Rce Hme 01/00 $29.99 Outcast 09/99 $45.99 Scooby-Doo:Myst Fun Pk 09/99 $29.99 
Enemy Zero 10/98 $44.99 Overseer 03/98 $19.99 Shadow Man 06/99 $38.99 
Extracters 04/95 $19.99 Pandora Directive 08/96 $19.99 Shadow of the Comet 08/94 $8.99 
Fable 03/97 $9.99  Phntasmagria Stgefright 04/99 $39.99 Siege of Stormhaven 04/99 $48.99 
Small Soldiers Sqd Cmdr 08/98 $19.99 
Goosebumps 07/98 $24.99 Pirates! Gold 02/95 $19.99 
Gorky 17 09/99 $44.99 Spycraft W95 03/96 $19.99 
Grim Fandango 10/98 $29.99 Star Trk Str Fit Acad 09/97 $38.99 
Gruesome Castle 03/99 $47.99 Quest Glory 5: Exp Pk 08/99 $29.99 Star Trek SFA Mssn 04/98 $19.99 
| COMPUTER GAMES: SPORTS 
3D Hunting: Extreme 05/99 $18.99 Extreme Mountain Bkng 05/99 $18.99 
3D Ultra Pool 07/99 $39.99 F&StreamTBass3D 06/99 $29.99 Links LS 99 11/98 $39.99 
Actua Soccer 3 06/99 $39.99  Field&Strm Ult Fish Pk 05/99 $29.99 
American Bull Riding 05/99 $32.99 FIFA Soccer 2000 09/99 $44.99 MS Football 2000 08/99 $44.99 
American Deer Hunter 05/99 $18.99 Football Mogul 03/99 $18.99 MS Intnl Fball 2000 09/99 $46.99 
AVP Extreme Volleyball 06/99 $19.99 Formula 1 Wrld GP 05/99 $19.99 MS NFL Fever 2000 09/99 $46.99 
Baseball Mgl Wrld Srs_ = 12/98 $28.99 MS World Champ Soccer 05/99 $44.99 
Boss Rally 05/99 $28.99 Golf Pro Classic 06/99 $27.99 Madden NFL 2000 09/99 $44.99 
Brnswek Frst Strk Bwl 06/99 $39.99 Hardball 6 2000 Ed 04/99 $18.99 
Brnswk Pro Pool 3D 2 06/99 $19.99 Harley: Race to Sturgis 08/99 $19.99 NASCAR Road Racing 06/99 $18.99 
Cabela's Shotgun Sports 05/99 $19.99 NBA Basketball 2000 10/99 $45.99 
Int'l Rally Champnshp 06/99 $39.99 NBA Inside Drive 2000 09/99 $46.99 
Crssmn Ext Paint Brwl 2 06/99 $19.99 JMcGrath Sprerss 2000 10/99 $46.99 NBA Live 2000 09/99 $44.99 
Deer Avenger 2 07/99 $24.99 NBA Shwtme:NBAonNBC 09/99 $44.99 
Expert Pool 06/99 $35.99 NFL Blitz 2000 09/99 $44.99 


TITLE 


Star Trek: Insurrection 
Star Trk Judge Rites 
Star Trk Vygr Elite Fre 
Starship Titanic 
Symbiocom 

Temujin 

Tender Loving Care 
Time Lapse Ancient Civ 
Titanic Jrny Out Time 


Tonic Trouble 


Twinsen's Odyssey 
Under Killing Moon 
Venice Under Glass 
Versaille 


Wild Wild West 

Wolf Hunt Be Hunted 
X-Files Adventure Game 
Zero Critical 

Zork: Grnd Inquisitor 


NHL Championship 2000 
NHL Hockey 2000 
No Fear Dhill Mntn Bkng 


PGA Championship Golf 
Profssnl Bull Riders 
Reky Mtn Trphy Hntr 2 


SS Basketball Pro 99 
Sports Car GT 


12/99 


05/96 


RELEASE 


11/99 
12/93 
11/99 
04/98 
03/99 
10/97 
04/99 
10/96 
11/96 


09/99 


11/99 
09/94 
06/98 
05/99 
10/97 


10/99 
11/99 
05/99 


05/99 
09/99 
08/99 


06/99 
04/99 


TNN Extreme Drag Racing 06/99 


Triple Play 2000 
Viva Soccer 


04/99 
06/99 


World Champ Boxing Mgr 09/99 


$39.99 
$47.99 
$38.99 


$29.99 
$38.99 


$28.99 
$28.99 
$44.99 


$9.99 
$24.99 


$44.99 
$47.99 


$39.99 

$8.99 
$45.99 
$48.99 


$9.99 


PRICE 


$48.99 
$12.99 
$44.99 
$39.99 
$19.99 
$19.99 
$24.9¢ 
$29.96 
$22.9¢ 


$34.9$ 


$29.95 
$12.96 
$28.9¢ 
$39.96 


$42.9¢ 
$12.9 
$31.96 
$19.9¢ 
$39.99 


$45.9: 
$46.9: 
$39.96 


$26.9! 
$24.95 
$18.95 


$46.95 
$37.95 
$19.95 


$39.95 
$34.95 
$44.95 
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‘THE OPERATIONAL 
ART OF WAR: BAT- 
TLE PACK |’ Continue 
to feel the excitement 
of battle from 1939 to 
1955 with these all i 
new scenarios from 
the award winning 
designers at TalonSoft. 


r “4 Sixteen all-new battles gPaem | 
VOMmING s00n! have been added, =z 
including World War || 

scenarios (Western, 

NEW LOW Pacific, & Eastern 
p Fronts and North 
RICEs; | Africa) more Korean 

. | scenarios, plus an all 

/new Viet Nam sce- 

nario. 


Talonsoft (War) 
Release: 10/99 


Order 
Online 


PFrs.. 


COMPUTER GAMES: WAR | | Pc cD se ene alta 
= — OPERATIONAL ART OF WAR: NOW 
TITLE RELEASE PRICE TITLE RELEASE _—RICE TITLE RELEASE PRICE TITLE RELEASE _RICE 
101st Airbrne Normndy 10/98 $19.99  CincPac Midway 10/94 $15.99 People's General 09/98 $29.99 OPERATIONAL ART OF WAR II: NOW 
Age of Sail 11/96 $29.99 Civil War Generals 11/97 $46.99 Final Liberation 11/97 $12.99 Point of Attack 2 03/00 $46.99 
Aegis 04/94 $19.99 Flight Commander 2 01/95 $29.99 Prelude to Waterloo 10/97 $19.99 ; : 
Aide de Camp 07/94 $44.99 Close Combat 2 11/97 $19.99 Great Battles Caesar 03/98 $29.99 Red Thndr:Vctry in East 1 04/99 $35.99 3D NAVAL BATTLES: FIGHTING 
Aide de Camp 2 01/98 $44.99 9 Great Battls Alexndr 06/97 $34.99 Road to Moscow 09/99 $44.99 oe fail cine ee 
PANZER GENERAL I: ASSAULT] ono cis gu coy, gg/99 $0999 nn aes i | WWII from 1939-1942. Command 
Features a new game system and ; a3 i | ships or several divisions from the 
simplified interface in a full 3D oa ceo bt hee So eee ey aS ae hr ith British, German, American and 
yond Doran tating ueME) vanes vise 899 Sungate 8200 « Putas pl es) 
hi F Harpoon Classic 10/94 $12.99 Steel Panthers 10/95 $19.99 id. All shi Pp full derad 
Beer eer (Gr CaNIBAIQOS ON cingmaker 10/98 $29.99 Steel Panthers 2 11/96 $19.99 — Aiaderlbaieraaieell Skee LA ak 
the Western Front (including) |... patties 45 09/99 $44.99 Steel Panthers 3 11/97 $17.99 f} and textured 3-D models, provid- 
North Africa) with over 200 units ing a high level of detail and 
and 20 special Leader abilities si PERSTERE ony meee extreme realism 
Alterable terrain (forests hf Medieval 07/98 $32.99 Steel Panthers Arsenal 05/98 $36.99 Mindscape (Simulation 
burn. cities and airfields can be Napoleon 1813 . 07/99 $42.99 Steel Pnihrs 2 Cmp 1 04/97 $14.99 Release: shel 
destroyed). Napoleon in Russia 05/97 $17.99 Storm in the West 04/98 $33.99 PC cD 
. North Vs. South 02/99 $39.99 Tides of War 11/98 $24.99 
Mindscape (War) Operational Art War 06/98 $29.99 Ti Prowl 2 12/96 $41.99 ; : 
Release: 10/99 evnene E FR 02/99 $19.99 vile aie 11/95 $27.99 HANCER ELITE. Using ec Ty 
pecp) -" at Ep ny ee realistic tank model, you'll see 
V Victory Utah Beh 02/95 $9.99 action across North Africa, Italy & 
Allied General 12/95 $19.99 Cmpgns Amer Civil War 10/99 $55.99 V Victory Velk Lki 02/95 $9.99 Normandy as you take on histori- 
American Civil War 06/96 $27.99 Combat Command 2 09/99 $29.99 Operation Crusader 09/94 $18.99 War Along the Mohawk 09/98 $19.99 cally accurate missions with a 
Armored Task Force 03/99 $39.99 Combat Mission 06/99 $45.99  Oprtn: Blood & Guts 01/99 $35.99 War in Europe 01/99 $39.99 range of challenges including 
Combat: Operation Vict 05/99 $18.99 Over the Reich 11/96 $33.99 Warinthe East1-5ea 04/98 $24.99 i scouting, protecting convoys & 
Battlegrnd Antietam 11/96 $18.99 D-Day Amer Invades 09/95 $29.99 Pacific Battles 08/99 $39.99 War Inc. 10/97 $29.99 villages, & the search & rescue of 
Battlegrnd Bulge 10/96 $19.99 Defending the Reich 12/00 $44.99 Pacific General 07/97 $29.99 Wargame CS2 SD12 11/94 $14.99 missing units. Features 4 different 
Battlegrnd Bull Run 05/97 $19.99 Dragons in the Mist 05/98 $23.99 Pacific General Budget 07/98 $9.99 Wargame CS2 SD13 03/95 $14.99 “| vehicles, an advanced Al, fully 
Battlegrnd Gettysbrg 12/95 $18.99 East Front 11/97 $19.99 Pacific Tide 01/99 $45.99 Wargame CS2 SD5 04/96 $14.99 interactive 3D environments, and 
Battlegrnd Shiloh 07/96 $18.99 East Front 2 04/99 $44.99 Panthers in Shadows 09/95 $41.99 Warhammer 40K: Univ 03/99 $37.99 historically accurate weaponry. 
Battlegrnd Waterloo 05/96 $18.99 East Front Camp 03/98 $19.99 West Front 11/98 $34.99 Psygnosis (Simulation 
Battlgrnd 9: Chickmgua 01/99 $44.99 Empire 2 Art of War 09/95 $12.99 Panzer General 11/94 $19.99 Release: tae 
Bombing the Reich 11/99 $55.99 Fantasy General 03/96 $19.99 Panzer General 2 10/97 $19.99 PC CD 
Broken Alliance 12/96 $23.99 _ Fifth Fleet 11/94 $18.99 Panzer General 2 w/Gde 03/99 $18.99 Zulu War 09/96 $29.99 
COMPUTER GAMES: HARDWARE ew VE SPACE ORB 360° In real 
Controllers EvrGlde Attk Mse Pd 10” 06/99 $15.99 MS SWndr Prec Pro USB 08/98 $62.99 Video Cards See pan 
CH EXL 500 Racing Set 09/98 $52.99 EvrGlde AttkMse Pd 9” 06/99 $12.99 PDPIL4 Dig Game Card 12/98 $49.99 3Dfx Voodoo 3 2000 PCI 04/99 $124.99 do it. Shoudn't it be the 
CH F16 Combatstick 11/95 $59.99 Gravis PC Game Pad 04/93 $17.99 Qshot GenX 700K 10/98 $39.99 3Dfx Voodoo3 2000 AGP 04/99 $114.99 same in your 3D games? 
CH F16 Combatstick USB 06/99 $69.99  GravisPC Gamepd Pro 11/96 $26.99  Quickshot Mstr Pilt Val 03/98 $59.99 3Dfx Voodoo3 3000 AGP 04/99 $174.99 , Simply push, pull or twist 
CH F16 Fighterstick 11/96 $84.99 Gravis XtrmntrGme Pd 07/98 $43.99  Quickshot MstrPit Prog 04/98 $25.99 ae ~ the Space. Orb 360 
CH F16 Flightstick 11/95 $34.99 Gravs PC Gm Pd Pro USB 03/99 $29.99 AOpen PA3010-A 16 AGP 05/99 $189.99 e, y a PowerSensor ball to 
CH Flight Sim Yoke 03/99 $84.99 Interact FX FF Rcng Wh! 03/99 $37.99 — Saitek Cybrg 3D Jstk USB 12/98 $55.99 AOpen PA3010-N 32 AGP 05/99 $249.99 experience the fastest 
CH Flight Sim Yoke USB 03/99 $94.99  Ltech ThunderPad 08/98 $19.99 Saitek Cyborg 3D Jstk 11/98 $52.99 ATI All in Wonder 32 09/99 $299.99 smoothest and most et 
Saitek Cyborg 3D Pad 11/98 $38.99 ATI AllWonder16AGP 05/99 $239.99 ) istic action on the planet. 
CH Flight Stick Pro 09/93 $49.99 Ltech WingMan Frce Jstk 10/98 $94.99 Saitek PC Dash 04/98 $49.99 aa 4 Spacetek 
CH Force FX 12/96 $95.99 Ltech WM Form Fre Whl 01/99 $139.99 ATI Rage Fury 32MB 03/99 $189.99 a a (Hardware) 
CH Game Card 3 Auto 02/91 $25.99 Saitek R4 Racing Whl 12/98 $92.99 ATI Xpert 128 16MB 03/99 $99.99 : : Release: NOW 
CH Gamestick 3D USB 11/98 $45.99 Saitek X-35T System 05/98 $49.99 Crtv 3D Bist Svg4 32 06/99 $129.99 PC CD 
CH Joystick Switchbox 12/97 $23.99 Mad Catz Andretti Wh! 09/98 $109.99 
Mad Catz Panther 01/98 $29.99 Saitek X-36F Joystick 04/98 $69.99 Diamond Viper V550 01/99 $149.99 ‘SAITEK CYBORG 3D JOYSTICK’ 
CH Pedals 09/95 $46.99 Mad Catz Panther XL 01/98 $62.99 Saitek X7-38 Joystick 06/98 $18.99 Dmnd Stealth II|1S540 05/99 $119.99 This unique stick not only sports an 
CH Pro Pedals 12/94 $79.99 Space Orb 360 10/96 $42.99 incredible array of functions, but is 
CH Pro Throttle 03/96 $84.99 MS Sidewinder FF Pro 09/97$129.99 Suncom SFS Throttle 04/98 $89.99 DmndVprV770 Ult AGP 05/99 $229.99 also completely configurable. By 
CH Throttle 10/95 $65.99 MS SWndr FSti ProPad 10/98 $65.99 TM Attack Throttle 04/98 $49.99 Glilmt Xentor TNT2 05/99 $129.99 - using the unique Cyborg adjustment 
CH Virtual Pilot Pro 12/94 $74.99 . TM Elite Ruddr Pedals 03/98 $65.99 Matrox Millnm G400 MAX 06/99 $199.99 y tool the Cyborg 3D Stick can be con- 
} TM Driving Control T2 10/95 $89.99 $3 Savage4 GT 16 03/99 $159.99 j figured to fit your hand, whatever 
TM FI6 TOS 06/95 $114.99 : your hand-size and whether you are 
TM F22 Pro 10/96 $129.99 VideoLogic Neon 250 06/99 $199.99 right or left-handed. Features precise 
TM FLC F16 System 10/94 $108.99 Sound Cards 3D twist function. Ratio digital tech- 
TM Flight Control Sys = 11/91 $59.99 nology. Up to 24 programmable 
TM Frag Master 12/98 $65.99 Diamond Sonic S90 PCI 09/98 $59.99 ‘is oe actions. 
TM Nscr Fre GT Reg Wh! 12/98 $149.99 Snd Bistr PCl 128 PC Wrk 09/98 $135.99 ~~ in Saitek (Hardware) 
Sound Blaster LIVE 08/98 $179.99 Release: NOW 
TM Nascar Racng Wh! = 12/97 $89.99 Sound Blaster LIVE! Value 10/98 $99.99 PC 
TM Nscr SprSprtReng WI 12/98 $69.99 Sound Blaster PCl128 08/98 $69.99 
Turtle Bch Mibu Srrnd 64 09/98 $79.99 rd ‘3DFX VOODOO 3 3000 
TM Top Gun Platinum 02/99 $25.99 Turtle Bch Mntgo A3DX 2 12/98 $89.99 y d 3 3000 AGP AGP’ generates 7 million 
TMNASCAR Chargr (02/99 $34.99 Xtel Storm Pitnm A3D 04/99. $69.99 000000 3 arent 
| tr pd ah kn a | gles, frame rates. of 
TM Nscer Sprint Reng WhI 09/98 $53.99 | over 60 frames per sec- 
COMPUTER GAMES: ARCADE fd; and: S38 MegAIEXeNS 
“3 per second at resolutions 
Attack of the Saucermen 07/99 $18.99 . of up to 2,048 by 1,536 
CROC 2 09/99 $39.99 Plane Crazy 11/98 $14.99 er ‘ pixels. Designed for true 
| ‘CH FLIGHT SIM YOKE- USB’ New ergonomically designed yoke | et Medieval 09/98 $38.99 Pro Pinball Big Race USA 04/99 $28.99 3D game enthusiasts, 
movement without a center detent allows the ultimate in control. 5 axis tfeatures include a 
| control includes pitch, roll, throttle lever, propeller lever, & mixture | Gungan Frontier 05/99 $27.99 eae ¢ 350MHz RAMDAC, TV/S- 
| lever. 19 button functions include gear switch, flap switch, 8-way hat | Machines 04/99 $39.99 Rogue Squadron 12/98 $46.99 3Dfx (Hardware) Video Out capabilities, 16 
switch, two 2-way rocker switches, and 4 push buttons. Missile Command Classic 09/99 $34.99 Sinistar: Unleashed 06/99 $24.99 Release: 4/99 PC MB of SDRAM as well as 
CH Products (Hardware) Next Tetris 09/99 $39.99 Space Invaders 09/99 $42.99 a game bundle featuring 
Release: 3/99 PC Tenchu 2 09/99 $39.99 ‘3DFX VOODOO 3 3500 AGP’ best-selling titles. 
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‘AXIS & ALLIES: IRON 
BLITZ EXPANSION 
PACK’ The scenarios 
j and battles added to this 
best selling game of 
strategy guarantee many 
hours of additional 
excitement. 
Hasbro (Strategy) 
Release: 11/99 
PC CD 


a ‘AXIS & ALLIES’ As 
B one of the world powers 
battling for supremacy 
in 1942, you spearhead 
mers YOur country’s military 
drive. Decide where, 
when, and how to strike. 
Hasbro (Strategy) 
Release: NOW 

PC CD 


| ‘AXIS & ALLIES BOARD GAME 
Milton Bradley (Strategy) 
Release: 11/99 

Board Game 


since 1989 


nds if am es 


‘RISK 2’ 

Hasbro (Strategy) 
Release: 11/99 
PC CD 


‘RISK ’ 

Hasbro (Strategy) 
Release: NOW 
PC CD 


‘RISK BOARD GAME’ 

Milton Bradley (Strategy) 
Release: NOW 

Board Game 


| ‘DIPLOMACY’A game of skill, cun- 
ning & negotiation. Guide the destiny 
of a European power through the intri- 
cacies of international politics. 
Negotiate alliances & plan to gain 
contro! of Europe. 


| Hasbro (Strategy) 
Release: NOW 
PC CD 


| QUAKE III- ARENA’One of the 
1st games created as multiplayer 
only. Improved network play, new 
graphics (true curved surfaces, 
dynamic shadows, volumetric 
| fog) Weapons include: Mace, 
SuperShotgun, Grenade/Rocket 
Launcher, Flame Thrower, 
Machine/Plasma/Light-ning Gun, 
& more. Many new levels & class- 
es with support for dozens of 
players at one time. 

| Activision (Action) 

Release: 9/99 

PC CD 


ARENA 


|‘DAIKATANA’ Slash your way 
through time with the aid of your 
| trusty sword. Chase down the evil 
Dr. Benedict through 4 different 
eras. Advance in multiple skill lev- 
els such as Attack Power, Attack 
Speed, Running Speed, Maximum | 
Health and more. Incredible | 
graphics and challenging artificial | 
| intelligence. 


JOHN ROMERO'S 


Eidos (Action) 
Release: 10/99 
PC CD 


‘CHESSMASTER 7000’ Slash 
| your way through time with the aid 
of your trusty sword. Chase down 
the evil Dr. Benedict through 4 dif- 
ferent eras. Advance in multiple 
skill levels such as Attack Power, 
Attack Speed, Running Speed, 
Maximum Health and more. 
Incredible graphics and challeng- 
ing artificial intelligence. 


Mindscape (Traditional) 
Release: 10/99 
PC CD 


SPlus899pg5 


; " — : 
_ BOARD GAMES PC: ADULT CARD GAMES 
TITLE RELEASE PRICE TITLE RELEASE = PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE 
1830 RR & Rbbr Brons 12/94 $26.99 Gettysburg 3 Days July 05/96 $39.99 Amateur Photo Gallery 06/96 $4.99  Battletech Starter 11/96 $7.99 
4 Battles Anc. World 01/95 $22.99 Duke Screw'em 12/96 $49.99 Illuminati SD 02/96 $7.99 
Advanced Civilization 12/94 $31.99 Guild Wars 12/98 $34.99 — Eruption 02/95 $2.99 MTG 6th Ed. Booster 05/99 $2.99 
ASL Genesis 48 04/99 $42.99 Harpoon Rulebook 11/96 $15.99  Fantascenes1 or 3 ea. 07/96 $39.99 
ASL LeatherNeck 2 or 3 ea.02/99 $9.99 Home Before Leaves Fall 05/99 $99.99 Femme Fatale 09/95 $21.99 MTG BP Assorted 06/98 $2.99 
ASL Platoon Leader 2.5 03/99 $9.99 Knightmare Chess 2 06/98 $13.99 Glamor Girls1,2, or 3 ea. 02/96 $13.99 MTG Urza's Destiny BP 06/99 $2.99 
ASL Stonne 1940 01/99 $25.99 Krieg! 08/96 $36.99 Hollywood Body Double 09/95 $19.99 MTG Urza's Legacy BP 02/99 $2.99 
Advanced Third Reich 12/94 $44.99 Maximum Moments 2 09/96 $9.99 MTG Urza's Saga BP 10/98 $2.99 
Age of Renaissance 12/96 $46.99 Lodz 1914 04/99 $44.99 Net Erotique 02/96 $19.99 Middle Earth Wizard SD 12/95 $8.99 
Monopoly Deluxe 05/98 $32.99 Phone Sex 12/93 $2.99 On the Edge SD 06/95 $1.99 
Airlines 1 or 2 ea. 08/98 $34.99 Montgolfiere 2nd Ed. 05/99 $16.99 Sex with Rocky 01/98 $42.99 Star Trek TNG SD 07/95 $8.99 
All Quiet Western Front 04/99 $39.99 Napoleon's Battles 12/94 $29.99 — Strip Fighter 10/96 $29.99 Star Wars BP Assorted 01/96 $2.99 
America in Flames 01/99 $49.99 Panzer Leader 12/94 $26.99 Strip Poker Pro 2 12/95 $39.99 Star Wars BP Young Jedi 05/99 $2.99 
Ancient Empires 01/95 $34.99 Quests of Round Table 02/99 $19.99 Tokyo Nymphs 04/96 $12.99 Star Wars SD 01/96 $6.99 
Republic of Rome 12/94 $36.99 Vampire's Kiss 10/94 $29.99 
Barbarossa Army Grp Ctr 02/99 $54.99 ; 
Battle Mist 10/98 $42.99 Samurai Swords 04/97 $46.99 | PLANESCAPE: TORMENT’ The 
Battleground WW2 03/99 $25.99 Scrabble Dix 03/97 $49.99 Producers of Baldur's Gate 
Battles Forgotten War 04/97 $41.99 introduce the 1st computer RPG 
Squad Leader 12/94 $25.99 |Set in the AD&D" Planescape 
Blue & Gray 10/95 $28.99 Storm Over Scandinavia 03/99 $59.99 | Campaign world. An epic story 
Britannia 12/94 $21.99 Stratego 07/96 $21.99 | Of an immortal character who, 
Central America 01/95 $26.99 Sushi-Jalapeno War 01/99 $39.99 _‘| Suffering from amnesia, search- 
Circus Maximus 12/94 $13.99 The New Acquire 06/95 $29.99 eS for his past, identity and des- 
Colonial Diplomacy 01/95 $46.99 tiny. Curiosity, fear, greed, sur- 
Command Decision 01/99 $34.99 War Galley 05/99 $49.99 | Wival, Self-defense and revenge 
Command at Sea Rules 05/96 $16.99 WarToEnd All Wars 08/98 $17.99 an ass la toward an 
/92 | unfor e end. 
Eastern Front 2nd Ed 12/94 $48.99 cui Iron Men re —— Interplay (Roleplaying) ehaue macare 
Empire of Rising Sun 11/95 $44.99 World War One og95 sizg99 | Release: 8/99 TO Bak pie y 
Europe 1483 04/99 $16.99 World in Flames Dix 11/96 $99.99 PC CD 
HINT BOOKS | i | PC: TRADITIONAL | PC:BUNDLES | ROLEPLAYING 
‘Alien Vs Predator ——-05/99 $17.99 Aus’ 6/ Aces Collection 2 05/97 $32.99 AD&D Dungeon Master Gd02/95 $23.99 
Amen 08/99 $17.99 Battleship Classic 12/98 $12.99 Aquazone 2 Deluxe 06/99 $24.99 
Baldur's Gate 01/99 $17.99 Bridge Olympiad 07/94 $8.99 Battleground: Coll 1or2 ea 01/99 $37.99 AD&D Encyc Magica 1-4 ea.04/95$21.99 
Braveheart 07/99 $16.99 Catz4 09/99 $29.99  Blzzrd Game Year Clictn 02/99 $39.99 AD&D TSR Jam 99 04/99 $10.99 
Conquer the World 10/97 $19.99 Abberant Soft Cover 06/99 $20.99 
Clue Chronicles 09/99 $42.99 Alternity Gamemaster Gd 05/98 $24.99 
Caesar 3 11/98 $16.99 Clue: Mrder Boddy Mnsn 10/98 $18.99 Deer Hnt 2 Ext Ssn Comp 05/99 $18.99 Ars Magica 4th Ed 08/95 $25.99 
Dogz 4 09/99 $29.99 Die Hard Trilogy 2 11/99 $44.99 Call of Cthulhu 5th Ed. 07/98 $24.99 
Daikatana Off Stg Gd 09/99 $17.99 Dragon's Challenge 06/99 $17.99 Dragon's Lair Dix Pk 05/99 $18.99 Castle Falkenstein 02/95 $24.99 
Dark Stone 06/99 $17.99 Gruntz 04/99 $19.99 Family Game Pack 2 09/99 $39.99 Changeling 09/95 $26.99 
Descent 3 05/99 $17.99 Hoyle Slots & Vid Pkr 05/99 $19.99 Conspiracy X 09/96 $22.99 
Diablo 2 08/99 $17.99 Hoyle Solitre & Mhjng 05/99 $19.99 Great Battls Sries CE 10/98 $37.99 Cyberpunk 2020 05/95 $17.99 
Drakan 06/99 $17.99 Hoyle World Games 10/99 $29.99 Grt NvI Bttls 3,4 Bnd 05/97 $12.99 
Duke Nukem’ Forever 08/99 $17.99 Hoyle Card Games 11/98 $29.99 Hasbro Family Game Pck 03/99 $24.99 Deadlands Great Rail Wars10/97 $44.99 
Dungeon Keeper 2 06/99 $17.99 Hasbro Strategy Game Pk 02/99 $39.99 DeadlandsHell on Earth 12/98 $26.99 
Force 21 08/99 $17.99 Jeopardy by Hasbro 10/98 $27.99 Dragonlance 5th Age 09/96 $21.99 
Force Commander 09/99 $17.99 Kuba 05/99 $19.99 Longbow Anthology 08/98 $37.99 Dune 06/99 $25.99 
Gabriel Knight 3 08/99 $16.99 LEGO Friends 09/99 $28.99 MechCmmandrCmpltn 11/99 $28.99 
Gangsters 12/98 $16.99 LEGOLAND 06/99 $28.99 Mech 2 Titanium Tril 04/98 $39.99 Fading Suns 02/97 $21.99 
Mad Gab 09/99 $28.99 Might & Magic Compilatn 11/98 $29.99 Fantasy Earth 01/96 $9.99 
Petz 4 09/99 $24.99 Miller Beer 3 Pack 06/99 $19.99 Furry Pirates 04/99 $19.99 
Pinball Mania 05/99 $18.99 Mummy, Frnkstn & Movie 05/99 $28.99 
King's Quest 8 12/98 $16.99 Scrabble 09/96 $19.99 GURPS Traveller 10/98 $22.99 
Machines 05/99 $18.99 Quake Quad Damage 05/99 $49.99 Heavy Gear 08/95 $26.99 
Stansky's Table Poker 06/99 $34.99 Realms Arkania Tril 10/97 $12.99 Hercules & Xena 09/98 $25.99 
Need for Speed 4 06/99 $17.99 Star Trk Strshp Crtr Dix 08/99 $28.99 Starcraft Bttl Chest 12/98 $49.99 Heroes Unlimited 2nd Ed. 02/98 $21.99 
In Nomine 03/97 $23.99 
Prince of Persia 3D 09/99 $16.99 Ultimate Motorcycle Srs 06/99 $27.99 Jovian Chronicles 04/98 $24.99 
Quest for Glory 5 01/99 $16.99 Trivia Pursuit NASCAR 09/99 $39.99 Ultimate Sci-Fi Series 06/99 $27.99 MERP 2 Softcover 10/95 $19.99 
Racer 06/99 $12.99 Vegas Games 2000 12/98 $25.99 Ultimate Wizardry Archvs 11/98 $26.99 
Railroad Tycoon 2 12/98 $19.99  VirtualChess Academy 06/99 $27.99 Warcraft Battle Chest 11/96 $24.99 Mage 2nd Ed. 02/95 $28.99 
Requiem 04/99 $16.99 You Don't Know Jack5 09/99 $34.99 Marvel Super Heroes 09/98 $21.99 
Return to Krondor 12/98 $16.99 Mechwarrior 07/95 $13.99 
Revenant 07/99 $16.99 | ROLLER COASTER TYCOON’ Palladium Fantasy 03/98 $21.99 
SimCity 3000 01/99 $16.99 | Design and build the biggest, Pendragon 4th Ed. 05/95 $19.99 
Star Trek Birth Fed 05/99 $17.99 | best and scariest rides ever Rifts 06/95 $21.99 
Starsiege 03/99 $16.99 | Seen in any theme park. Create RR1 Dungeon Dilemmas 04/99 $9.99 
Temujin 10/97 $16.99 | Over 50 designs from the tradi- § Robotech 04/95 $11.99 
Total Annhitn Kingdoms 07/99 $17.99 | tional ‘Wooden Rollercoaster Run Out the Guns Adv Kit 04/99 $24.99 
Total Annihilation 2 11/99 $17.99 |to the high-tech ‘Steel 
Trans-Am Racing 68-72 06/99 $17.99 | Corkscrew’ and the terrifying StarWars Revised 01/97 $27.99 
| ‘Reverse Freefall’ - all featuring Trinity 03/98 $26.99 
Unreal Tournament 06/99 $17.99 | accurately simulated motion Unknown Armies 02/99 $21.99 
Warcraft 2 Platinum 07/99 $12.99 | dynamics. 
Warhammer Fantasy 06/95 $24.99 
Wheel of Time 07/99 $1799 | Hasbro (Strategy) Werewolf 02/95 $24.99 
X-Com Alliance o7/99 $17.99 | Release: NOW World of Darkness 06/95 $15.99 
PC CD Wraith 02/95 $24.99 
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Dreamcast jc 


OMing! 


SONY PLAYSTATION 
| 
TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE 
Grand Theft Auto London 06/99 $32.99 NASCAR 2000 11/99 $42.99 Quake 2 08/99 $44.99 
Alien Resurrection 06/99 $44.99 Grandia 12/99 $42.99 NBA Live 2000 11/99 $44.99 R Type Delta 09/99 $39.99 
All Star Tennis 99 07/99 $36.99 Gunship 06/99 $42.99 NCAAFinal Four 2000 11/99 $42.99  R4:Ridge Racer Type4 05/99 $42.99 
Ape Escape 08/99 $39.99 NCAA Game Breaker 2000 09/99 $42.99 Railroad Tycoon 11/99 $44.99 
Armorines 06/99 $46.99 Jeff Gordon XS Racing 10/99 $46.99 Re-Volt 06/99 $42.99 
Army Men Air Attack 08/99 $42.99 | eam 5% ‘QUAKE I’ Quake was just] "e2¢y 2 Rumble Boxing 11/99 $46.99 
2 foreplay. Now comes Quake 
ee ill. Includes larger, mission Revelations Persona 2 11/99 $52.99 
Bedrock Bowling 10/99 $42.99 ee based levels, superior artifi-| °'S""9 Zan 10/99 $42.99 
Black Bass/Blue Marlin 06/99 $44.99 ) > cial intelligence, and wicked Road Rash Unchained 08/99 $44.99 
CTR:Crash Team Racing 10/99 $42.99 ded | multiplayer capabilities. Romance 3 Kingdoms 6 02/00 $49.99 
Carmageddon 2 06/99 $42.90 — © | Experience smoother 16 bit | 
Castrol Honda Superbike 05/99 $39.99 wn =< graphics and real-time Saboteur 11/99 $44.99 
Chessmaster Millenium 06/99 $42.99 | > lighting effects. Shadow Madness 06/99 $49.99 
Civilization 2 01/99 $39.99 ( : Activision (Shooter) Silent Hill 03/99 $46.99 
mn Release: 6/99 Sledstorm 10/99 $42.99 
Colony Wars 3Red Sun 03/00 $4299 | 
Cool Boarders 4 11/99 $42.99 PSX Special Forces 09/99 $44.99 
Spyro the Dragon 2 08/99 $42.99 
Darkstone 08/99 $58.99 N64 Star Ocean Second Story 06/99 $44.99 
Dead or Alive 2 12/99 $44.99 
Destreger 06/99 $46.99 Jet Moto 3 09/99 $39.99 NFL Game Day 2000 09/99 $42.99 Streetfighter Alpha 3 05/99 $41.99 
Detonator Gauntlet 09/99 $46.99 JoJo's Venture 11/99 $42.99 NHL Hockey 2000 10/99 $44.99 Suikoden 2 08/99 $48.99 
Driver 06/99 $42.99 Jurassic Park:Warpath 09/99 $44.99 Need Speed 5 Motor City 10/99 $44.99 Test Drive 6 09/99 $42.99 
Duke Nukem Time Kill 10/98 $42.99 Knockout Kings 2000 10/99 $44.99 Omega Boost 07/99 $44.99 Test Drive Cycles 10/99 $42.99 
Echo Night 09/99 $39.99 PSX Dual Analog Contr 05/98 $29.99 
Ehrgeiz 05/99 $39.99 Lunar 2:Eternal Blue 12/99 $52.99 PSX Memory Card 09/95 $18.99 Tiger Woods 2000 09/99 $44.99 
FIFA Soccer 2000 09/99 $42.99 Tomb Raider Drk Revitn 09/99 $42.99 
Fighter Maker 06/99 $42.99 Madden Football 2000 10/99 $44.99 Pac Man 3D World 10/99 $39.99 Tomorrow Never Dies 08/99 $46.99 
Fighting Force 2 09/99 $46.99 Metal Gear Solid 10/98 $49.99 Panzer General Assault 10/99 $42.99 Tony Hawk's Pro Skater 11/99 $39.99 
Metl Gear Solid VR Miss 10/99 $39.99 Parasite Eve 2 10/99 $49.99 Triple Play 2000 03/99 $42.99 
Gallop Racer 10/99 $46.99 Point Blank 2 w/Gun 05/99 $56.99 
Monaco Grand Prix 06/99 $46.99 Polaris SnoCross 2000 11/99 $42.99 Vigilante 8 2 Offense 10/99 $42.99 
Gran Turismo 2 08/99 $44.99 Monster Rancher 2 09/99 $42.99 Pong 10/99 $42.99 WWF Attitude 06/99 $46.99 
Grand Theft Auto 2 09/99 $42.99 Populous 3 04/99 $39.99 Warzone 2100 06/99 $46.99 
| | NINTENDO 64 | | DREAMCAST 
| : = : es = = = | 
4x4 Mud Monsters 08/99 $64.99 Hot Wheels 08/99 $56.99 NFL QB Club 2000 11/99 $66.99 Blue Stinger 09/99 $46.99 
A Bug's Life 05/99 $52.99 Hydro Thunder 09/99 $62.99 NHL Hockey 2000 10/99 $54.99 
All Star Baseball 2K 04/99 $64.99 Int'l Super Soccer 98 09/98 $39.99 Paper Boy 64 09/99 $62.99 Dreamcast Visual Memory09/99 $39.99 
Army Men:Sarge’s Heroes 07/99 $56.99 Jeff Gordon XS Racing 10/99 $66.99 
Asteroids Hyper 64 08/99 $59.99 Pokemon Stadium 10/99 $59.99 Mortal Kombat Gold 09/99 $49.99 
Bass Hunter 07/99 $59.99 Ken Griffey Jr. BB 2 Slugfest05/99$54.99 Quake 2 06/99 $54.99 NFL 2000 09/99 $46.99 
Knockout Kings 2000 09/99 $64.99 Rally Racing 06/99 $62.99 Power Stone 09/99 $49.99 
Battlezone 06/99 $66.99 Legend Mystical Ninja64 06/98 $42.99 Rampage Universal Tour 04/99 $52.99 Sega Rally Champion 09/99 $46.99 
= ; = ' ty RayMan 2 09/99 $62.99 
POKEMON STADIUM Re-Volt 06/99 $59.99 Soul Calibur 09/99 $46.99 
uses the Game Boy Pak } > Rumble Boxing 11/99 $64.99 _ Virtua Fighter 3 09/99 $46.99 
to allow for the transfer 
Soar ee Road Rash 64 09/99 $62.99 | GAMEBOY | 
he N64 The-same Roadsters 98 05/99 $66.99 Asteroids 07/99 $28.99 
a : vern fights | smacowrgate 64 06/99 $62.99 Blades of Steel 2000 ‘11/99 $28.99 
oes sees Shadowman 06/99 $66.99 Bugs Bunny 4 09/99 $28.99 
ais Boy games anply Chessmaster 05/99 $28.99 
to fights in Pokemon South Park Rally 10/99 $59.99 Conker's Pocket Tales 06/99 $28.99 
Space Invaders 09/99 $52.99 FIFA Soccer 2000 09/99 $29.99 
Stadium. Fight in a dra- | .. 
matic 3D setting. an oni 04/99 $54.99 
| Nintendo (Sports) Includes all 1514 >" “2's Raver oe | 
| Release: 9/99 Dobornn | Ghost'n Goblins 10/99 $28.99 
N64 Super Cross 2000 07/99 $64.99 Grand Theft Auto 09/99 $28.99 
Superman 64 06/99 $66.99 Ken Griffey Jr. BB 2 06/99 $28.99 
Beetle Adv. Racing 03/99 $54.99 Tetris 64 07/99 $52.99  Klax 04/99 $28.99 
Carmageddon 64 07/99 $64.99 Madden Football 2000 10/99 $56.99 Tiger Woods 2000 09/99 $54.99 Legend Zelda Link Awake 01/99 $28.99 
Castlevania Spec. Ed 10/99 $59.99 Mario Golf 64 09/99 $54.99 Tonic Trouble 08/99 $59.99 Madden Football 2000 10/99 $29.99 
Mario Party 02/99 $52.99 Mario Golf 09/99 $28.99 
Cruis'n the World 10/98 $54.99 Mission Impossible 08/98 $56.99 Top Gear:Hyper Bike 08/99 $59.99 
Monster Truc 07/99 $59.99 Toy Story 2 11/99 $54.99 NBA in the Zone 99 05/99 $28.99 
Duke Nukem Zero Hour 07/99 $54.99 Mort. Kombat Spec Force 99 $64.99 Triple Play 2000 03/99 $56.99 Pocket Bowling 08/99 $28.99 
FIFA Soccer 2000 09/99 $56.99 N64 Controller Blue 10/96 $26.99 
Game Shark Pro 05/99 $42.99 N64 Rumble Pak 09/97 $19.99 Twisted Edge Snowbrd 11/98 $56.99 
Gauntlet Legends 09/99 $59.99 Vigilante 8 2 Offense 10/99 $54.99 SF Alpha Warriors Dream 08/99 $28.99 
NASCAR 2000 11/99 $54.99 WCW Mayhem 09/99 $64.99 Space Invaders 11/99 $29.99 
Golden Eye 007 09/97 $39.99 NBA Courtside 2 11/99 $56.99 War:Final Assault 09/99 $64.99 Super Cross 2000 07/99 $28.99 
Grand Theft Auto 09/99 $64.99 NBAShowtime NBA/NBC 11/99 $62.99 WinBack 08/99 $64.99 
Hercules Legendary Jrny 06/99 $66.99 Worms Armageddon 06/99 $56.99 Test Drive Off Road 3 10/99 $28.99 


Visa, M 


applies 


All sales final. S&H calculated on a per order, per shipment, and per item basis. The 
| "per order’ charge is charged once per order placed, the ‘per item’ charge is charged once 
for each item ordered and the "per shipment’ charge is charged once for each shipment we 
make to you. For each US order $10.00 will be allocated to a 12 issue subscription to | 
Computer Games Strategy Plus. Call for details. 


C & Discover accepted. Checks held 4 weeks. Money Orders under $200 same as cash. COD $8. Price, release, availability, shipping times & offer not guaranteed & are 
|subject to change at any time. Hardware may require added S&H. Within 10 days defectives repaired or replaced at our discretion. After 10 days the manufacturer's warrantee 


Mail To | 


Standard Priority Express Express Mail To 

U.S. Mail U.S. Mail Canada The World| 
Per Order $1.00 $2.00 $2.00 $2.00 $2.00 $2.00 
Per Shipment $1.25 $1.00 $5.00 $13.00 $2.00 $2.00 
Per Item $0.75 $1.00 $2.00 $2.00 $6.00 
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| ‘FINAL FANTASY 
| Vill’ = =Through an 
intricate balance of 
| story, graphics, and 
sound, the creators of 
Final Fantasy express 
their thoughts and 


Vey sition 


feelings in a story 
brought to life 
| through high quality 
graphics and elegant- 
y composed sound 
and music 
Characters gain com- 
bat experience points 
even if they turn and 
flee from battle. 


; 


PlayStation! i= 


| Squaresoft 
(Roleplaying) 
Release: 8/99 
PSX 


‘WWF ATTITUDE’ 30 wrestlers, each 
with their own music, moves & abili- 
ties. Create your own wrestler using 
strength, endurance, moves & physi- 
cal attributes. Use bats, shovels & 
tvs as weapons to fight your way 


the Ring as you cop an Attitude! 
Acclaim (Sports) 
Release: 6/99 


PSX 
CGB 


WP wars |'GOEMON’S GREAT 

by (GW |ADVENTURE’ == Join 
Goemon & his friends 
fas they explore a 
) medieval Japan bustling 
my with robots, space ships 
i & DJs. Buy items, 
— upgrade your weapons 
Ox-==)) & mingle with friendly 
ae Villagers as you battle 
nasty bosses & their 
henchmen. Each char- 
acter has unique physi- 
cal & fighting abilities to 
help on the quest. 


‘2 (Sais PAD WA Natio: 
Konami (Adventure) 


Release: 8/99 
N64 


‘GAME BOY COLOR’ With 
52> brilliant colors dis- 
M| played on Game _ Boy 
| Color's portable screen, 
| your games will look better 
|| than ever! Put a pre-exist- 
‘)ing Game Boy game into 
»| Game Boy Color & choose 
‘from one of 12 default 
‘| color palettes on the Game 
#/ Boy Color startup screen. 
“| You can play your favorite 
black and white games in 
color! 


Nintendo (Hardware) 


Release: NOW 
Game Boy Color 


‘DREAMCAST SYSTEM’ the 21st cen- 
tury's ultimate digital entertainment sys- 
tem from Sega. With ultra-realistic 3-D 
graphics and dynamic sound, 3 million 
polygons per second , colored light 
| sourcing & 16meg Ram memory, thi 
system is screaming. With itsperformance 
capability transcending its specs, 
Dreamcast will captivate you with i 
realms in game playing. Comes packed 
| with digital/dual analog controller with 
| Visual Memory System save unit. 
Sega (Hardware) 
Release: 9/99 
Dreamcast 


w 


‘ARMY MEN: SARGE’S HEROES’ 
Sarge, hero of the Green Army, 
attacks across countertops, 
through hallways, & into the 
backyard, fighting for the Green 
cm Way of life. If the Tan manages to 
secure the explosive rockets or 
the dreaded Garbage Disposal, 
a the balance between good and 
evil could be shifted forever. 
Real Combat. Plastic Men. 


PSX 


3D0 
(Shooter) 
Release: 8/99 


CDI) cROOnAEG 


oFIUSOSIPgo 


* AUGUST 1999 


COMPUTER GAMES 


110 


9N0UuUNC 


Reviewing the reviews 


Call to Mediocrity 
Bravo to Tom Chick’s Civilization: 
Call to Power review [CGS+ 104]. 
I'm so embarrassed that | actual- 
ly called a store to find out if 
they had this game yet. And you 
can't believe the horrible groan 
that emanated from me the first 
time | was trying to choose a 
new advance from the science 
screen only to realize that under- 
neath that window, my enemies 
were advancing, and shooting at 
me and / couldn't see it because 
I'm still trying to choose | 
between “corporation” and 
“nuclear power!” 
Thanks for warning off others, 
even though it was too late for me. 
Cody 


Battle of Returns 

| purchased Battle of Britain before | 
received your magazine [ Review, 
CGS+ 104]. The game is just as 
reviewed. | tried to return it to 


we don't refund open games.” | 
sent a e-mail to TalonSoft in hopes 
of a return, and their response was, 
“were sorry, we can't help you.” 
Every other product in the world 
comes with at least some kind of a 
guarantee. You get some socks 
from K-Mart and it’s OK to return 
them for a refund. What’s the deal 
with computer games? 

| remember the days of music 
refunds. You bought a CD or tape 
and you didn’t like it, you could 
return it. Who is going to continue 


Chicklets 
Tom Chick's review of Starsiege 
[CGS+ 103] was dead on when he 
called the single player game as 
“criminally underdone.” | was 
able to complete the human cam- 
paign in five hours, and the 
cybrid campaign in seven hours, 
and | am an average game player 
at best. This was substantially less 
than the time it took to complete 
MechWarrior 2, and was com- 
pounded further by the lack of a 
random mission generator. While | 
did enjoy the game more than Mr. 
Chick did, 12 hours of gameplay 
for $40 just doesn’t seem right. 

| apologize in advance for my 
AOL account. 


REVIEWED: X-WING ALLIANCE * HEROES Ill * STARSIEGE 
COMPUTER , 


GAMES. Ageof. . 


STRATEGY PLUS Empires! 
*%. Ext n 


Aural 
Fixation 


vols 


Fred G. Brooks 


| have to totally disagree with Tom Chick’s review of Starsiege. | think it 
deserves at /east 3 '/2 stars. First of all, the multiplayer is simply awesome! | 
can’t find any other game with such high-end graphics that runs as 
smoothly, even over a 28.8k connection, not even TRIBES. 

Second, the point-and-click aiming system is simply genius! | have 
always hated the dang turret designs of other “Big Robot” games. 

Third, circle battles are half the fun! What do you think you do in 
MechWarrior 2? You don’t run straight ahead (and we don’t in Starsiege 
either, at least none of us veterans who have been playing since March) 
and plunge in weapons firing. 

Fourth, Big HERCs don’t have an advantage on the field. Me and my 
faithful Talon usually grab high scores on the servers! 

Fifth, HERC does stand for something: HERC is short for HERCULEAN which 
stands for Humanifor-Emulation Roboticized Combat Unit with Leg- 
Articulated Navigation. It is on page 21 of the Compendium that came with 
the game. 

The only point | agree with in your article is that the big Hercs are 
too fast. 

ES_Master 
Leader of the BlackWatch Squadr 


CompUSA, but they said, “I’m sorry, 


to buy a product, sight unseen 
with no buyback if it doesn’t meet 
your needs? | really think software 
people are kicking themselves in 
the butt by these policies. | spent 
$50.00 and it’s oh well. 

Ned Scarisbrick 


Actually, many music stores do 
not accept returns, only 
exchanges for defective products. 
It's the same principle—you could 
be going home and making 
copies. With the proliferation of 
home CD burners, it'll likely 
become even more common. 

Your only guard against this is 
to ask the sales people what their 
return policy is before purchasing a 
product. If they do not allow 
returns, consider purchasing the 
software elsewhere. —ed 


Food for thought 

The article “Quake III arrives...” 
[CGS+ 104] features a perfect 
example of what is wrong with 
software companies. You quote 
id’s John Carmack as saying “The 
Mac testers will find some obvious 
problems... we will fix them. The 
later releases will be better.” 

If the problems are “obvious” 
why didn't id fix them before 
releasing the test? 

Stephen Kupchack 


Road to Apologies 
In your last issue you have men- 
tioned me as Dragon Realms player 
Warokilli and posted info about 
my sale of haversack in article 
named "Selling Online Real Estate” 
[Road to Nowhere, CGS+ 103]. | 
would appreciate if you explain 
how can you write false informa- 
tion and post my name without my 
prior knowledge. In the article, it 
was stated that the item was sold 
for $500, but it was actually sold 
for 400 in game coins, platinums. 
Vladimir Serganin 


The ad in question was somewhat 
ambiguous when referring to the 
monetary unit used for the sale of 
the item. It merely said $400, 
which in the context of other peo- 
ple selling items for “real” as 
opposed to “virtual” money, was 
assumed to mean regular dollars. 
We regret the error. —ed 


| 


More adventure blues 


| This letter is in response to the 


letter written by Jay C. 
Parangalan | “Adventure Blues, ’ 
Rebound, CGS+ 104]. He seems to 
miss the point just a bit, which is 
common when discussing the 
virtues of 3D. | view the visuals in 
games on the level of any other 
art, as they take just as much 
style, talent, and hard work as 
any other medium. But some tend 
to cry fowl anytime someone even 
hints that 3D graphics are not 
completely necessary. 

| re-read the article in question 
after seeing his letter, and it 
seems there was nothing in it that 
would justify saying that it com- 
pared “apples and oranges” as he 
put it. “At what price 3D?” dis- 
cussed adventure games with 
heavy doses of 3D elements, and 
how those elements don’t neces- 
sarily enhance the game play. 
Also, | doubt that it can be debat- 
ed that those who tend to suffer 
motion sickness may have a less 
than enjoyable experience playing 
3D games. 

And as for Fleischauer’s quote 
about blocky 3D being hypocriti- 
cal, | think the problem here is 
that 2D graphics can be so intri- 
cate and detailed that many 
assume that they are 3D. Just look 
at the screen shots of Diablo 2. 
Here we have a 2D sprite-based 
game that doesn’t experience any 
of the limitations Mr. Parangalan 
mentions. The characters in this 
game don't seem to be limited to 
dodging only left or right. We 
could argue whether or not Diablo 
2 is an adventure or action game, 
but that’s irrelevant. The point is 
that 2D doesn't hamper the quali- 
ty of a game the way Mr. 
Parangalan suggests. 

3D graphics can be a fantastic 
addition to a game, but they are 
far from necessary. And a 3D envi- 
ronment won't guarantee a quali- 
ty interface. Mr. Parangalan says, 
“We need to understand that the 
trend is an evolution and not a 
revolution.” However, 3D is not an 
evolution. It’s just another tool in 
a game designers tool box. The 
key is knowing when and when 
not to use that tool. 

Andre C. Miranda 


a> 


’ 


Ah Nag me. 


“THE GREY" 


intel Pentium Celeron 400MHz 
High-Performance Heatsink/Fan Cooling System 
Ta}izime-©-08) =) @lii (etal -16010)-100 Ms ho ba @ Or- (0) 81 =) 
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Is it... SATAN? 
| recently received your magazine 
through a promotion, and | handed 
it to my oldest son thinking that it 
was a magazine for kids about 
computer games. He handed it 
back to me and said “Mom, this is 
really gross!” Upon opening the 
magazine | could not believe my 
eyes. | must say that simply by 
flipping through to see if the entire 
magazine was like the first few 
pages, | found that it was the most 
pagan piece of “literature” | have 
ever laid eyes on. | cannot imagine 
that any adult would read, much 
less pay for this satanic material. 
No wonder our children today are 
SO messed up and out shooting and 
blowing up lives when they have 
access to things like these. 

| hope that you all sit down and 
think about what a positive differ- 
ence you could make in the world if 
you applied yourselves to writing 
about creative, mind boosting 
games instead of twisted, satanic 
games that you are promoting. 

Pam J. Parkman 


You missed the editorial that 
explained this a month earlier. I’m 
not Satan—my picture just makes 
me look somewhat evil. —ed 


Bad language 
| am a Catholic reader of your mag- 
azine, and | don’t mind violence in 
your magazine. But! am shocked 
at some of the language in your 
magazine. In your review of 
Everquest, thank you for a real 
review, with the good and the bad. 
| was insulted that Robert Mayer 
had to swear say how good it was. 
“One reason it is so easy to overlook 
some of EverQuest's failings is that 
the world looks so d#$% pretty.” If 
things like this continue, | will buy 
another magazine, as well as urging 
by friends to do the same. 

Matthew Sercely 


Damn, we lost another reader. But 
seriously, we've had considerably 
worse language in past issues of 
the magazine. Not that we use 
profanity gratuitously, but if 


| 


you're concerned about seeing 
and reading words that can 
appear on network TV (which is 
about the extent of what we do 
allow), you probably shouldn't be 
reading the magazine. —ed 


Again with the urine 

| just read the article on Diablo I/ 
[CGS+ 104] and found an error. 
From the article: “From Diablo 
came the term PK, the acronym for 
the player killers who wrought 
havoc on Blizzard's battle.net mul- 
tiplayer service by luring players 
into apparently cooperative games 
and killing them.” 

The term PK was used by 
MUDders as a term for player 
killers long before Diablo was ever 
conceived. Sorry for the waste of 
time but when | read that it really 
annoyed the piss out of me. 

J.D. 


Better have that prostate checked. —ed 


Giant Mechs 

With the recently published Starsiege 
and the arrival of MechWarrior 3, | 
have started once again to shudder 
violently at every mention of “giant 
robots” in the pages of your and 
other magazines. 

Let's set the record straight here 
and now: Mechs, Gears, HERCs and 
other humanoid-shaped fighting 
vehicles are not robots! Really, these 
are just tanks on legs instead of 
treads or wheels. There is a human 
being inside, piloting the thing, 
making it a vehicle or a battle suit. 

Now | know you keep using that 
term in part because you need a 
short catchy phrase to describe a 
specialized genre of computer game, 
but please find another, okay? 

By the way, ever notice that the 
producers of these games (the com- 
puter ones and the original “paper” 
ones) never used the term robot? 
This is specifically a computer gam- 
ing magazine bias. Weird. 

Stephane Brown 


From now on we will refer to them as 
“Giant Tanks on Legs Instead of 
Treads or Wheels” games. —ed 
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Hardware advocacy 
You have a position of responsibility. It simply is not acceptable to 
allow one of your writers to irresponsibly slam 3dfx products. Allowing 
writers to refer to a current product by an older product name 
(Banshee, Sr., Jr.) is, as | have already stated, irresponsible. 

The totally unprofessional writing style of Jason Cross and his 
“reviews” of more than one card from this manufacturer of videocards is 
evidence that you don’t care to present the facts on a product, but 
rather the slanted opinions of a disgruntled writer. Many people, 
including highly technically-educated people are thrilled with this V3 
product. | am thrilled with this V3 product. | have built several comput- 
er systems from scratch. | am sure Jason Cross can say the same... or can 
he? He obviously didn’t have access to actual hardware for if he did it 
would be a different tale indeed. 

My point is that 3dfx has a fine product in the V3 and you have a 
rogue writer attempting to make a name for himself by running down a 
perfectly good product of a publicly traded company. 

Jason Cross will not make a name for himself but will-drag your com- 
panies reputation even further down. 


Kevin Horan 


We weren't aware we were supposed to treat public companies differ- 
ently from private ones when delivering opinions on their products. But 
to address your specific points, we gave the cards 3 and 4 stars for the 
2000 and 3000 models respectively (a correction for the latter is on 
page 91), neither of which constitutes a “slam.” 

It’s actually irresponsible to accuse someone of bias and factual 
errors without giving examples And just in case anyone is curious, of 
course we had a final card, it’s absurd to think otherwise (we don’t 
make up benchmarks). In fact, the 3000 is currently in my work system. 
it’s an excellent card, though I'd really prefer 32-bit color so | could 
avoid Quake Ill envy. 

And one final note: they're just videocards, not a lifestyle choice. —ed 


Talk to us pleeeeeeeeeease. 


Send all correspondence to: 
editor®cdmag.com 


Letters may be edited for space considerations. 
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“THEY MAY TAKE OUR LIVES, ‘*** FEATURES 
BUT THEY’LL NEVER TAKE ™ Real-time Strategy and 3-D tactical combat. 
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